EUROPE'S FIRST IIUDEPEIUDEIUT HIIHITEniDO IVIAGAZIHIE 



l\lo card? Ask your newsagent 


PLUS! JURASSIC PARK ON ALL 
FORMATS! LAMBORGHINI ON 
SNES AND CAME BOY! ALFRED 
CHICKEN BOUNCES ONTO NES! 
64 BIT HYPER NES REVEALED! 
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DESIGNED AND DEVELOPED 
IN GREAT BRITAIN 


AND YOU THOUGHT DR. FRANKEN WAS GOOD 


Nintendo*, GAME the 

Nintendo Product Seals and other marks 
designated as “TM” are trademarks of 
Nintendo. 


Franky is back - with new leveis | V J 
and new chaiienges, but hurry A W 

... time is running out!! 

7 comp!ete!y new iocations, 

140 rooms in 12 different 
buildings. 

6 iarge areas, arcade styie scroiiing sections. 

Ai! in game text in any one of 7 different languages 
Complete save game facility'. 

Large scaie design and muiti frame animation ^ 
give character sprites 
remarkabie authenticity. 

© 1993, Motivetime Ltd. 


LICENSED BY 
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Elite Systems Limited, Anchor House, Anchor Road, Aldridge, Walsall, West Midlands, WS9 8PW, England. 

Telephone: + (44) 922 55852, Facsimile: + (44) 922 743029. 
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PAL VERSION 


Prepare yourself for the most 
mind-biowingly addictive 
puzzle game ever! 

• Full password re-entry 
system. 

• Bonus icons, traps and 
special features galore and 
the clock keeps ticking away. 
© 1993, Elite Systems Ltd. 
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Issue 23 November 1993 


TOTAL is the UK's biggest indepen 
dent mag for lUintendo gamers. 
FACT: Number of abc jui - Dec 1992 
people who buy 

TOTAL each month: gSm iS 


Reviews 

Turn to this page to find out what 
games we're reviewing this month. 

Compo winners 

Entered a TOTAL compo recently? If 
your name's here, you've won a prize 


Previews 

Have a gander at the games 
coming soon to your Nintendo. 


Our roving reporters 
bring you the latest 
stories from around 
the world of Nintendo. It's 
info-tastic, mate! 


All your questions answered! All 
your problems solved! Er, sort of. 


Zelda IV: Link's first 
Game Boy quest! 


News 


Previews 


Letters 


Silicon Graphics 


Game Boy Reviews 


What can you say about a 
game that had shoot 'em 
up and beat 'em up fans 
scratching their heads and 
trying to actually 'think'? Zelda 
is brilliant, and Game Boy Zelda 
is easily the most fun you can 
have on the toilet, with all the 
fab things that were in the 
Super NES version - no mean 
feat for a hand-held machine. 
And it looks even nicer given 
the fact that you can buy 
a 'Boy for £30! H||| 


NES Reviews 


TOTAL Tactix 


Subscriptions 


TOTAL Recall 


CONTACTS 

Editorial 

Future Publishing, 

30 Monmouth Street, 
Bath BA1 2BW 
Telephone 0225 442244 

Subscriptions 

The Old Barn, Somerton, 
Somerset TA11 7BR 
Telephone 0458 74011 


game is eggcell, 
no, no! 


Zelda sets new GB standards. 


world is massive, 
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SUPER NEStGAME BOYtMES 


For the total lUintendo picture, we're all you need! 


If you need help with a game, this is where 
you'ii find it! We've got three piayer's guides 
plus a wealth of general hints and tips. 


Treasure Island Dizzy 

Complete solution to this NES platformer. 


Super Mario Bros. 1 Travel Alfred Chicken Continuing our massive player's guide to Alfred Chicken on the 

around the worlds with our SMB1 solution. Game Boy. This month we're up to level 8. 


Silicon implanti 


M Nintendo's new console: 
could this be the future 
of video games? 

Nintendo have announced a deal with the manufac¬ 
turers of state-of-the-art graphics computers, Silicon 
Graphics, to produce the next- 
generation games machine - a 
64-bit monster! We've got 
the full story on p58! 


This is how the new 
system could look. 


Fish 'n' chips: the power and the glory of SG 
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The news from TIUIU... I\lew Super l\IES version of Street 
on show at the ECTS... The new 64-bit consoie from 






PLAYER SELECT 


Yes, there's another SFII game! Look 
out for Super Street Fighter II in an 
arcade near you soon! 


Fighter 


J ust when you thought SFII Turbo couldn't 
get any better, along comes a brand-new 
arcade machine - Super Street Fighter II - 
with four new characters, four new 
countries and enhanced graphic^ 

So, who's nevy?^ 

Well, first up 


there's Dee Jay 
Maximum. He's 
from Jamaica and 
uses kick boxing, 
martial arts and, 
apparently, break¬ 
dancing. Fei Long 
is from Hong Kong and looks just like Bruce Lee. 
T Hawk is a huge Indian from Mexico - like 
Zangief with feathers. Leggy blonde, 

Cammy, who is Guile's daughter, is 
from Britain (hooray!) and has 
a Dragon Punch. 

There are some changes 
to the existing characters, 
too. Ken now has a 
Burning Dragon Punch, 
Guile's Sonic Boom is 
quicker, Ryu's fireballs 
have got bigger and 
Zangief gets a Suplex, a 


Cammy ducks to dodge Ryu's 
fireball (left) and Deejay blasts 
Dhalsim with a missile attack in 
Hong Kong (above). 


mid-air grab and a Piledriver, but loses his 
Spinning Double Lariat. Chun Li has lost her Spin¬ 
ning Bird Kick but her fireball's easier to use now 
- it's like a Sonic Boom - and Dhalsim's lost his 
Yoga Mummy but gets a stronger Yoga Flame. 

Super Street Fighter II will be in the arcades 
very shortly and on 
the Super NES... well, 
who knows? To be 
honest. It's probably 
at least a year off. We 
can't wait. 


our new fighters, four new coun¬ 
tries and a brand-new map screen. 


Fei Long and T Hawk go at it in 
Mexico. Typographers may wish 
to note the new-style lettering 
for the names and score bars. 
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Fighter II... I\lew games from Sony and Microprose 
Nintendo... The latest info from the US and Japan... 


SHOW 



Top Amiga god sim 
Mega Lo Mania is out soon on Super NES. 







Turn 'n' Burn - 16 Megs' 
worth of F-14 flight sim. 


Dragon - the game of 
the film of the life of 
Bruce Lee - is out soon. 


Cliffhanger. 


Last Action Hero. 


Sensible Soccer. 


Skyblazer. 


Will U2 play Super 
Battletank 2 too? 


T he twice-yearly European Computer 
Trade Show took place recently in 
swinging London, and TOTAL was 
there to bring you all the big news from the 
big names in the world of Nintendo games. 

Sony have moved into video games in a 
big way in the last year and their line-up of 
strong original games and movie has made 
everyone take notice. The two big movie 
games they've got lined up are Last 
Action Hero and Cliffhanger, both of 
which are action platformers in the 
Double Dragon/Final Fight style. 


They've also got the fabulous four-player 
Super Bomber Man waiting for official 
release. Equinox (an isometric 3D arcade adventure), Skyblazer (an arcade 
platformer). Flashback (the sequel to Another World), as well as Sensible 
Soccer for the Super NES and Gear Works and Chuck Rock on the Game Boy 
Microprose were showing off The Chaos Engine (a conversion of an 
excellent Amiga shoot 'em up by the Bitmap Brothers) and Impossible 
Mission (an update of the old C64 game). Virgin had an impressive adven¬ 
ture called Young Merlin, Dragon (based on the Bruce Lee biopic). Cool 
Spot (based on the hot Mega Drive game), Muhammed AN Boxing and The 
Jungle Book. Imagineer had versions of 3D PC game Wolfenstein 
and Amiga strategy game Mega-Lo-Mania. And Absolute 
Entertainment showcased Turn 'n' Burn on the 
Super NES and a Super Battletank sequel 
called, highly originally. Super Battletank 2. 


Go Nazi hunting 
in the 3D action 
adventure 
Wolfenstein. 



lUintenclo's 


T he Super NES CD may not be 
coming out now but Nintendo 
made the jaws of the video 
games Industry drop when they 
announced what they had up their 
sleeves. They're developing a new 
machine, codenamed Project Reality, 
which sounds like it will blow every other 
machine away. It'll have a 64-blt 
processor, 24-bit colour, real-time 3D 
graphics, CD-quality sound and picture 
resolution superior to the current PAL TV 


IVIAC 


format (and it will also be compatible with 
High Definition TV). Nintendo are devel¬ 
oping Project Reality In conjunction with 
American firm Silicon Graphics, whose 
technology was behind the special effects 
in Jurassic Park and Terminator 2. So who 
needs 3DO, eh? 

Project Reality will be launched in the 
arcades In 1994 and will be available for 
the home by late 1995. For more on 
Nintendo's new hardware, turn to the 
centre pages for our special feature. 


Nintendo's Project Reality will be a cut-down 
version of this machine - the Silicon Graphics Indy, 
which uses a 64-bit processor and runs at 100MHz. 


NOVEMBER 1993 ■ ISSUE TWENTY-THREE ■ TOTAL! 




















































□uuuuuuuuuuuuuuuuuuuuuu; 









Mario is returning in yet another puzzle game, but for 
once it's not a Tetris-style shape sorter. Mario And Wario 
is much more like Lemmings and Troddlers, as you have to 
guide a blindfolded character through a load of screens 
full of pits, spikes, monsters and other hazards. You can 
choose to guide Mario, Princess Peach or Yoshi and can 
control them using either a joypad or a mouse. There are 
eight different levels, each with several sub-stages. 


ACTRAISER 2 

It all seems to be sequels in the news this month - are programmers and game 
companies scared of releasing an untried game format? Actraiser 2 is the follow-up 
to a Japanese game of a couple of years ago. The original was a curious blend of 
platform game and Populous-style god game that worked surprisingly well. From the 

look of these screenshots, the sequel has 
stuck rigidly to this formula so it will probably 
be a case of 'if you liked the first one...' More 
news as and when. 


APA 

The video game headlines from the 
birthplace of lllintendo. 


MARIO AND WARIO 


Here's a look at the latest sticks and pads to be released for the 
Super NES, Game Boy and NES. 

MEGASTICK £10 

A basic little NES joystick that just doesn't work very well. It's riot 
technically poor - the buttons and the stick itself are fine - but it 
doesn't sit well in the hand and is too small to stay still on the desk 
for long. Not worth the hassle. 

MEGAPAD £15 

Big, plasticky and very dicky joypad for the NES. Looks like an old 
Mega Drive pad and feels a little awkward to use. Fire buttons are 
too far apart as well. There's a good adjustable turbo, though. 

MEGAMASTER £30 

A big, arcade-style Super NES joystick. Lacks the programmable 
moves of other joysticks but does have useful turbo and slow¬ 
down functions. The stick itself is very good but the buttons feel 
spongy and could cause a few problems in the middle of a game. 

BOOSTER BOY £30 

Booster Boy is one of those all-in-one Game Boy add-ons that have every¬ 
thing you need and a few other things besides. There's a stereo 

amplifier, a magnifier, a screenlight and a joystick. There are also the 
usual distortion problems that you get with any magnifier, but apart 
from that it all works well and Is an impressive piece of GB kit (but 
you could buy a cart for the same amount of dosh). 

RAPTOR £20 

The Raptor joypad must surely be one of the most tenuous products to leap onto 
the Jurassic Park bandwagon. It's just an ordinary Super 
NES joypad with autofIres, except that it has a bite 
taken out of it. Supposedly by a dinosaur. Oh, 
whoopee. Well, at least the pad's quite good. 

PATRIOT £25 

This Super NES joypad is designed for use with Street 

Fighter II Turbo as it's got every single special move 
programmed into it. All you do is select your character with a 
switch at the top and press one of four extra buttons to get 
the desired move. It's good to use and also has slow motion 
and autofires built in. The best Super NES pad/stick we've 
seen this month! 


SUPER GAME OF LIFE 


Now, you remember the Game Of Life 
board game, don't you? Those awful 
American TV ads with English voices 
dubbed in, saying 'Doctors fees? Pay 
me!' and laughing falsely? Well, soon 
you'll be able to experience the thrills 
of Game Of Life on your Super NES - 
and all for just 30 quid more than it 
costs to buy the original board game. 
What a bargain. 


AN NES IN THE HAND... 


American company Innovation 


Crash Dummies 


hlEWS 


g have announced a new hand-held 
that will let you play NES carts. The 
system, called Top Guy, has a small 
LCD screen and looks a little like a 
Game Gear (but we won't hold 
that against it). The NES cart slots 
into the top of the Top Guy and 
the whole set-up can be used like 
^ a normal NES, as you can plug it 
^1 into your TV and connect two 
joypads. The system is still under 
I development and we'll keep you 
posted on its progress. 
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RAIN 


Choose your tyres to suit 
the conditions. Try out 
Spinner high-performance 
Radtals, or state-of-the-art 
slicks for high speed wet 
track handling. 
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TOP GEAR 2 IS THE NEW 
SUPER-ACCELERATED NO 1 
WORLD LEADER IN RACE 
GAMES - JAMMED WITH 






mmm 


mammmm 


SHINE 


1 or 2 player simultaneous 
racing as you cruise in the 
sunshine at 200 MPH 
through cities of Spain or 
Egypt ~ 2 of the 16 
countrie^yov can race in, 
with 64 tracks in total to 
choose from. 








KCMCO 


1 


SNOW 


Beat the weather ~ tracks 
in Scandinavia and 
Canada may give you 
blizzard hassles. Or even 
worse, you may be 
expected to compete in a 
night-time challenge. 




THE ^ 

world:s 1 ^ 

RACE GAME. 

; OR 2 PLAYER ^ 
RACING I 


\ PAL VERSION 


^ Get the edge with 

customise d p a rt s for any 
weather c o nd i fic a n. 

^ at ^ bodyeftop 

lncrecjNblK«i9*^''''^ 
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ENTERTAINMENT SYSTEM 


AVAILABLE 

FOR 

CHRISTMAS 


TWICE THE PROGRAMMING 
HORSEPOWER OF THE 
ORIGINAL TOP GEAR. 


©1993 Hemco. Developed bi| Hemco under license from Gremlin © 1992. 

Ninfendo®. Super Ninfendo EnlerlainmenI Sijslem™. The Ninfendo ProducI Seals and other marhs designated as”'^'^" are trademarhs of 
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To celebrate the release of First 
\ Samurai on the Super NES (80%, 

J TOTAL issue 21), Kemco have given 
us 50 copies of the Japanese First 
Samurai 

Back! 

it's, erm, interesting 
listening, but you won't be 
able to get it outside Japan, 

unless, of course, you enter our compo, cos we're giving 

as well as a dead sexy Sony Sports mBf/jmSgU 


them all away 
Discman ESP for the first entry drawn from the postbag. 
To enter the compo, answer this gruesome question: If 
you touch a Samurai's sword he is legally permitted to 
chop your head off - true or false? Send your answer on 
a postcard to: 

First Samurai Compo, TOTAL, 30 Monmouth 
Street, Bath BA1 2BW. ^ 


The Alfred Chicken bandwagon rolls on. In his latest 
shameless publicity stunt, the nation's leading chicken 
video games character paraded with his page 3 girl¬ 
friend on Westminster Bridge. Alfred posed for 
pictures with passing pedestrians, cuddled policemen 
and generally did everything he could to get noticed. 
Oh, and by the way, the Super NES version of Alfred 
Chicken is nearing completion, so here are a few 
tasty screenshots to tickle your proverbial fancy. j 


There's a new video out in the shops called Power 
Play. Hosted by Dominik Diamond and some 
podgy bloke called Danny 'The Joystick Warrior' 
Curley (his parents must have some strange ideas 
about middle names), it's a tips compendium 
covering Amiga, Sega and Nintendo machines, so 
if you only own a Nintendo most of it will be 
useless. The video also includes general games 
techniques and features something called 'The 
Curley Challenge' (probably something to do 
with weight loss). It lasts 45 minutes and you 
can buy it now. 
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A set of virtual reality goggles for the 
Super NES is being released soon in the 
States. Designed by US company Victor 
Maxx, the Virtual Reality Stuntmaster 
has two LCD screens and a set of stereo 
speakers built in to the goggles. It's 
been developed to be compatible with 
Sega's Virtua VR games for the Mega 
Drive but it will also plug straight into 
the Super NES to let you play standard 
games using the goggles. Sounds, um, 
interesting, and we'll test one out as 
soon as we can. 


Mega Man goes on. And on. 

another couple of MM games planned 
for release before Christmas In America. 

Mega Man 6 Is the latest NES game 
and looks very attractive but isn't exactly 
innovative - Mega Man's got another 
eight bosses to fight and the whole 
thing looks like a re-run of Mega Man 5. 
And Mega Man 4... 

And speaking of Mega Man 4, it's 
coming soon on the Game Boy. The 
game's a combination of Mega Man 4 
and 5 on the NES and features some of 
the same bosses, like Napalm Man, 
Pharaoh Man and Toad Man. 

Mega Man 6 is released in October 
and Mega Man 4 is out a month later. 


Chip 'n' Dale return to the NES 
in a re-jig of the first game. 


Yep, believe it or not, £30 is all you'll pay for a Game Boy 
If you shop around. The Game Boy's been the subject of 
a huge price-cutting war recently. First Nintendo 
dropped the price of the Tetris pack from £70 to £50 
and introduced a stand-alone Game Boy pack for 
just £40. Now Toys 'R' Us have cut the price of the 
Game Boy (without Tetris) to just £30. If this goes on 
any longer the machine will soon be cheaper than Its games. 


The Rescue Rangers are returning in a 
lookalike, playalike sequel to the first 
Chip 'n' Dale game. It'll have 10 levels 
and the same simultaneous two-player 
option as the first game. It's from 
Capcom, who seem to have every Disney 
licence and whose sequels tend to be 
the same old stuff with the odd 
improvement or two - remember that 
they're the company behind the Duck 
Tales games, the Mega Man games and 
the Street Fighter series. 


Not only is Mega Man about to make his 
debut on the Super NES, but there's 


Nintendo reaches new heights 
of greatness with Gateway. 


Nintendo have unveiled a new system, 
called Gateway, to be installed on 
airliners. It's an interactive multi-media 
system, which, roughly translated, 
means that you can use it to play video 
games, order things from a networked 
shop, choose a film to watch or access a 
teletext-like information service. 
Gateway is already in use on Northwest 
Airlines in America and in several big 
hotels. Business trips will never be the 
same again... 
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GamePro, USA 

It’s devastating! It’s 
awesome! Experience 
the power of the mighty 
Firehawk gunship in 
this ultimate action \ 
combat game! Use . 
skill and judgement \ 
to pilot the Firehawk 
through seven 
intense missions 
over land and sea 
with intense air*to-air 
combat. Crush the 
crime lords and battle 
with enemy troops armed 
to the teeth with lethal 
weapons. Check out the 
bonus power-ups and the 
supep-fast 360° scrolling! 
The action’s dangerous 
and 100% addictive wheri 
you take the controls of - 
Firehawk! 






Re-arm & Re-fuel 


Heat Seekers 


Bridge Blow-out 


Mega Power U 


“A testing 
blaster that 
requires more 
than quick 
reflexes.” 


FOR USE WITH THE NINTENDO 
“ TERTAINMENT SYSTEM™ 


made, del 


Codemasters 


CODEMASTERS, Lower Farm House, Stoneythorpe, Southam, Warwickshire CV33 ODL. Tel: 0926 814 132 Fax: 0926 817 S95 

© 1993 Codemasters Software Company Limited 




























Our man in the front line, Chris Buxton takes a look at what's hot in the run-up to 
Christmas. These are the games you'll be buying in the next few months, but of course 
you'll have to buy next month's TOTAL to read the full reviews. 
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Yet more red-hot goalmouth action, but all 
completely sensible of course. 




For Super lUES 


From Sony 


Sensible Soccer is THE football game on the 
Amiga and has been an enormous success 
with pundits and punters alike. The Super 
NES version is the first Nintendo one planned 
(although Game Boy and NES versions are 
promised very soon) and the design of the 
game has been altered slightly from the 
Amiga original. 

The basic game remains the same - little 
blokes, big view of the pitch, excellent ball 
movement - but there are now several diffi¬ 
culty settings. On the easier ones the ball 
sticks to the feet of the players making drib¬ 
bling and the game itself, much more 
approachable. Bump up the difficulty and 
the game's just like the Amiga version with 
a lot more skill needed to keep the ball under 
control. 

The graphics look weedy but the tiny players 
soon take on a personality and give a great 
feeling of actually playing football and being 
in the thick of the action. 

Sensible Soccer has enough leagues, cups 
and friendlies to satisfy the most hardened 
football fan and looks set to be the sports 
sim that blows all others away when it 
appears. We'll have a full review next issue. 


When December 


Check out the action replay of yet another 
spectacular goal! 


,re a masses of teams to choose from 
ng all these silly novelty teams. 


This pitch is covered in ice, so watch 
your footing. 


Ready for kick off, the number 11 starts things off. 


■cLbiHtb lIh 


t L. OaHliS 

2 KILT 

3 p.rOURS 
10 OUHCflREES 

S OVERALLS 

S SOCIfS 

T SHELLSUIT 
3 S.VEST 
u( CASSOCK 
3 r.STOCKIKCS 
it r. KtriCKEAS 


A 4 2 5-4-1 4-5-1 5-3-2 

t-t-l 4-3-3 HTTflCKDEFEHD 

.■»v r.RHE VIEH OPPO - !iIi 2 £L - 

.re are eight basic team formations in 
; game and you’ve got five subs as well. 


JEHSIBLE 
0ISK ctrors 
europear cities 

CHRISrHAS CITV 

kibbles 

SflO THIROS 
ZOO RRIRALS 

rubbish 

CR THE FARH 

boosehold utd 

DULL ■nUMCS 

toolboh fc 
FROIT tohr 

R1J5TRALIA 
THE S TEAR 
pmOR COURTIEj 
DARCE CRACE 
vegetables 
VRHN cirv 
bad SPELLIR'SS 
SPICERACK 


rrHoPT 

• 1 HORE TEAR 


ERCLfiin) 
best CERHART 

otasshoppeb hi 

ZODIAC CITV 
irORHlCfl HE 
CHIRESE FOOD 
P'S ARD 0 S 
CRIMES l/MITED 
SflBOHlCKES 
FAP.EHELL DMITED 
m A PERCIL CASE 
BlRCO FOREST 
great HARS 

EHCLAMATIOMS 

ORCARS 

arciemt cods 

A IS FOR ATLAS 
SERSIBLE CARES 
THE SHEETS 

floher poher 

CLOTHES CITV 


ABORT 




Twenty one minutes gone and the Ancient 
Gods team are one up and have a corner. 
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You can create your own boxer Uppercuts (and punches in 
and vary his characteristics. general) are most satisfyin; 


Win fights and you’ll climb up 
the top ten world ratings. 


From Electro Brain 


James 'The Truth' Toney discovers that 
canvas has a charm all its own when you 
need to relax for a few seconds. 


When December USA 


Lewis versus Bruno may be just a distant 
memory now (and a bit farcical too) but the, 
erm, joys of having your face turned into 
something resembling a bag of spanners can 
soon be yours. 

Legends of the Ring is without doubt the best 
boxing game yet seen on any console or 
computer. You get the choice to play any of 
eight legendary middleweights including Jake 
LaMotta, Sugar Ray Leonard, Marvellous 
Marvin Hagler and Rocky Graziano. 
Gameplay's a simple mix of punching and 
blocking but it's well designed and pretty 
strategic. Graphics and sound top off what 
is a refreshing change from Street Fighter 2 
rip-offs and this is one we can't wait for. 


For Super NES 


HEARNS »««*• LEONARD 
t 

m 201 m 


At the top are the faces of the fighters 
which double as damage meters - the 
worse you're doing, the worse you look. 


ROBINSON TONEY 

L 


fli ^28, 
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Oh dear, I appear to have bee 
smacked in the chops again. 
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Skyblazer's an arcade platform game and 
from the look of it, it's by the same Sony 
team that produced Hook a year or so 
ago. The graphics and characters are very 
similar but the gameplay's vastly supe¬ 
rior to the ludicrously easy Hook. 

Level's are pretty big and the lead char¬ 
acter seems to have taken a few leaves 
out of Strider's book of weapons. Looks 
nice, plays well and should be worth 
looking out for. 


Skyblazer is also to be noted for the 
quality of its fab 'Doh' sound effect. 


Wy Skyblazer's plot revolves around a 
r giant demon and a kidnapped girlie 
but, then again, doesn't every game's? 



Gear Works is a puzzle game (What's that? A 

puzzle game on the Game Boy? Surely not?) 

in which the player has to 

arrange a set of gears and 

cogs to make a machine 

work properly. Meccano 

freaks should, erm, freak. 


tms 


SCOfJC 
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Full synchromesh action coming soon on 
the Game Boy. Double declutching, anyone? 
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COOL. SROT 


For Super l\IES From Virgin 

When November 


This sign tells you that the next level is 
called 'Off da wall'. (Oh, aren't we a little 
mine of information this month - Frank). 


Cool Spot started off as a character in 7-Up 
adverts and since then he's moved onto 
the Mega Drive and a starring role in his 
own game. The spot, it has to be said, is 
pretty cool. He sways, he struts, he snaps 
his fingers to theme music - very nice. 

The game's a platformer and the levels 
look superb and are set in all manner of 
stupid places. 

The original game was programmed by 
Dave Perry (who's since gone on to code 
the very nice, but very Cool Spot-ish, 
Aladdin game on the Mega Drive). 
Animation's some of the best we've seen 
on a platformer (and we see a lot of them) 
and if the gameplay matches the excellent 


Cool Spot looks to be stuck in some sort of 
ectoplasm here. Can't tell you anymore 
than that I'm afraid. Awfully sorry. 


graphics and sound it should be a bit 
special. There'll be a full review of the 
game in next month's TOTAL. 

Right now that's the preview 
over with, can I tell that 
very poor taste 7-Up joke 
about the Space Shuttle? 

(No, you may not - Frank). 




-4ie 


Sly's big comeback movie makes it to 
the Super NES as a platformy beat 'em 
up with shades of Final Fight. 


Gabe (that's Sly) has to run away from 
an avalanche on level three. Or fall over 
on his backside as in this screenshot. 
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It's action all the way. 


Cliffhanger, eh? What can At last. Sly gets to do 


Erm, except for this bit. you say? Nothing, frankly. some real cliffhanging. 


No idea what's going on here. We'll have a 


review next issue which will explain all. 
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For Super NES From Virgin 
When Christmas/IUew Year 


Yes, well I suppose Merlin must have been young once but it doesn't half shatter my childhood dreams to have Merlin parading 
around on the SNES in the full flush of youth with a decent head of blonde hair and a blonde goatee like out of the Spindoctors. 


Arnie does the splits. Bodybuilder, actor, This golden ticket was in the film, don't ya 

gymnast. Is there no end to his talents? know? Yesirree, a real accurate conversion. 


If Chuck gets hit by one of the prehistoric 
nasties his face screws up in pain. 


Chuck's skills include walking, jumping 
and, amusingly, swinging his belly. 


A fat bloke at home in a wild land. But 
enough about Frank O' Connor... 


Our boy Merlin spots a sign showing a 
bottle, meaning he can fill it up with a 
potion from this magic spring. Hooray for 
magic powers! 


This pig cannot be killed by normal 
means. First you have to freeze him and 
then you have to shoot him in the head- 
with some rocks. 


Now the question is, how do you get 
over to that cave entrance, and what is 
that arrow shaped icon for? Looks like a 
job for Young Merlin! 


For Super NES From Sony When December 


So, Last Action Hero eh? Arnie in self-parodying filmic fun. And didn't it do well? Er, no it 
didn't actually, but not that that means the game's going to be rubbish. No, no, no. Of 
course, the game could be as rubbish as the film but you wouldn't catch us saying that. 


For Game Boy 
From Sony 
When December 


Last Action Hero on the Game Boy is 
nothing like the SNES game. Phew. 


mi OVER 


ROCK 


CHUCK 


For Game Boy From Sony 
When December 


Chuck Rock was a hit on the Amiga and then the Mega Drive, oooh, must be a couple of years ago now. We reviewed the Super NES 
version a while back and thought it was just too basic . This simple platform stuff should be more at home on the Game Boy. 


LAST ACTIOni HERO 
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Simulation 


Puzzler 


Platform 


Beat 'em up 


Shoot ’em up 
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The competition just 
a whole Lot tougher. 
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Console with game around £140- 
Game around £60. 
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Frankie's How do you fancy winning yourself a fantastic 

Shorties ^ Konami game, free, gratis, for nothing? You do? 
Small is Better get writing to TOTAL Letters, then. 



beautiful! 


I'm not sure what ^ 

Nintendo's explana- 

so touchy about violence 
in video games and end up making 
a complete hash of a potentially 
classic beat 'em up that could have 


kAAA^ made them a packet? 

If they consider it 
that bad they 
should print a 
small warning to 
the parents of 
unruly children that 
the game has some strong 
scenes of violence in It. I'm very 
disappointed, because Mortal 
Kombat was at the top of my Super 
NES shopping list. 

Michael York, Lines 


Dear TOTAL. 

How come Starwing has dropped so 
low in the charts (from Digitizer)? Is it 
because everyone bought the game 
quickly and, a month later, just about 
everyone with a Super NES had it? 
James Andrews. Newton Abbott 


Dear TOTAL. 

When I first saw Mortal Kombat in 
the arcades, I was amazed at how 
good it was. It was so good they 
had the brass neck to charge 50p 
for it. I thought the Super NES 
conversion would be a 
tough contender for the 
SFII crown and up there as 
one of the greatest games 
of all time, but I was 
wrong. I was reading . 
issue 21 of TOTAL / 
and the first thing / 
that grabbed me by j 
the ears and boxed \ 
me repeatedly in the 
face was the overall \ 
score - 70%! 


Super NES Mortal 
Kombat: more y 
gore needed? / 


\ Dear Michael, 

\ Nintendo have nothing to 
\ apologise for. The violence 
I is still in the game; it's just 
I the actual gore that has 
j been removed. Mortal 
/ Kombat's problem was that it 
was inevitably compared with 
Street Fighter Turbo, and it was 
found wanting. FRANK 


^tarwing: still a 
wlliant game! 

Dear Jimmy, 

The fact that Starwing is still in the 
charts is testament to its fabness. 
It'll probably climb higher after 
Christmas when more people have 


a Super NES. FRANK 
Dear TOTAL, 

Can you buy the Super FX chip sepa¬ 
rately or does it have to be in the 
Super NES when you buy it? 

Mike Clarke, Harston, Cambs 

Dear Mike, 

You can't buy the FX chip sepa¬ 
rately. Although physically 
possible, it would be a nightmare 
involving at least two carts and a 
lot of messy nonsense. FRANK 

Dear TOTAL, 

If Mario All-Stars is the best cart ever, 
why did it not get 100%? 

John Adams, Wigan 



Write to TOTAL 
and win a 
fabbo-briii 
^ Konami game! 


As Konami make the excellent 
Probotector, the equally 
wonderful Castlevania and a 
heap of other startlingly good 
games, it's definitely a prize 
worth winning. So get writing ■ 
and don't forget to say in your 
letter what format you want if 
you win (although we get to 
choose the game itself). 


Every month the sender 
of our prize letter wins a 
smart Konami game on 
the format of their choice. 
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Weird Places I've Played 




Now, ships in bottles we know about, but Game 
Boy players in bottles? Rather less common, we're sure you'll agree 
However, the old conundrum is just as valid: Just how do they get 
those things in there? We've got no idea, but what we are sure of is 
that Thomas Fry deserves a new Game Boy cart for his services to 
Game Boy weirdness. 


tJ- wfirH SI!! you weirdos are out there! Send all those pictures of Game Boy-playing antics 
We n nrint ini L ^0 Monmouth Street Bath Avon BA12BW 


IVIy Game Boy 

(Number 20) 


niAME Thomas Fry 
AGE 12 


FROIVI Liss Forest, Hampshire 
FAVE FI Race 


Capcom 

con? 

Dear TOTAL, 

Having just forked out £60 for 
Street Fighter II Turbo, I was horri¬ 
fied when 1 found out that Capcom 
are now making Super Street 
Fighter II. This new version is likely 
to be released on the Super NES, 
making my Street Fighter 11 Turbo 
out of date. The original Street 
Fighter II was out of date because 
of Champion Edition when it first 
showed up on the Super NES. I love 
the Street Fighter games but I am 
beginning to think they are 
complete rip-offs. Because of 
Turbo, thousands of people will 
want to get rid of their SFII carts 


and nobody wants to buy them 
and none of the game exchange 
companies will swap them. This 
leaves SFII fans with a cart they will 
never use and another cart which 
will soon be out of date. 

Danny Howden, Somerset 

Dear Danny, 

It's not a rip-off. Capcom 
released the original Street 
Fighter II because of massive 
public demand. The Turbo 
Edition was released to satisfy 
yet more demand. You don't 
have to buy Turbo, after all - 
the basic SFII is still a brilliant 
game. Capcom are aiming 
Turbo at the people who didn't 
buy the original and the hard¬ 
core SFII fans who would buy it 
anyway. FRANK 


Absolutely 

fabulous 

Dear TOTAL, 

Firstly, congratulations on your 
most brilliant magazine. It gives 
you all the Nintendo information 
you would ever need! 

Why the hell do some of the 
Nintendo/Sega/Atari/PC owners 
always say: 'My machine is better 
then yours'? I'm sure it gets on the 
nerves of a lot of computer/console 
players all over the place. Why 
can't players just shut up and play 
their own games machine? 

I am very angry about the 
parents against violent games, 
as they should be more 
concerned about the wars in 




The times they are a-changin'... 


Dear TOTAL, 

While reading TOTAL 21 I noticed 
a few changes to the mag. For 
instance, you have gone for pass¬ 
port photos instead of the 
computer-aided art portraits of 
the team. One of my quibbles 



team but I am still a huge fan of 
the computer drawings, as they 
added a lot of humour to the mag. 

Don't get me wrong - there are 
some good Ideas being introduced 
as well. The second-opinion box is 
a good example of this. By all 
means include new Ideas, Frank, 
but don't forget the touches of 
brilliance from Baldy and Thicky 
which got TOTAL its position as 
best multi-format Nintendo mag. 

I also noticed that Andy Dyer 
only reviewed two games. This is 
very worrying as Andy was a 
founding member of TOTAL. Are 
we going to lose Andy as well? 
Patrick Cowdeli, Warley 
Steve 'Misery Guts' Jarratt: 
TOTAL'S on-the-Edge ex-editor. 


Dear Patrick, 

The magazine has changed 
quite a bit, but the changes are 
mostly ones that readers have 
requested. The cartoons of the 
staff were fab but older 
readers didn't like them, and 
we feel that the games are 
more important than the 
people who write about them. 
Andy is the new editor of 
Mega and won't be appearing 
in the mag any more, but 
waiting in the wings is a new 
staff writer, who we'll intro¬ 
duce next month. The team 
has now changed completely 
since issue 1, but there's just 
as much thickness and bald¬ 
ness as ever. FRANK 


Dear John, 

It was tempting, but that doesn't 
leave us much room in the event 
that something better comes 
along. Mario 5, perhaps? FRANK 

Dear TOTAL, 

We have heard that Sega have devel¬ 
oped a DSP (Digital Signal Processor) 
chip which makes virtual reality games 
possible. Will Nintendo make one, or is 
this Sega's feeble answer to Nintendo's 
FX chip? 

James McConville and 
Kevin Finnegan, N Ireland 


Dear James, 

Right first time. The Sega DSP is 
good, but it's nowhere near as 
flexible as version 2 of Nintendo's 
FX chip. Besides, the Sega DSP 
does not make virtual reality 
possible, it simply improves the 
polygon handling abilities of the 
Mega Drive. FRANK 


Dear TOTAL, 

Seeing that SFII Turbo Edition is a bit 
pricey for owners of the original, why 
don't Capcom create a service where 
people send in their original copy 
along with a small fee to obtain the 
Turbo version? 

Kenneth Knowles (13), 

Halstead, Essex 




Dear Kenneth, 

That would work if the game were 
released on a disk format, but 
carts are so expensive to produce 
that Capcom would lose millions 
of dollars. FRANK 


Dear TOTAL, 

Do you think it is worth getting Mario 
All-Stars if you already have Super 
Mario Bros. 1 and Super Mario Bros. 3 
on the NES? 

Joseph Monteiro, London 
Dear Joseph, 

Just about. Yes, in fact. FRANK 
Dear TOTAL, 

Will there be a home virtual reality 
system released by Nintendo? If so, 
should I buy the CD-ROM or wait for 
the virtual reality system? 

David O'Gorman, Tipperary, Eire 

Dear David, 

Nintendo have shelved the CD- 
ROM system, but their tie-in with 
Silicon Graphics (see centre pages) 
means that virtual reality is almost 
a certainty and it will be better 
than the stuff you have seen in 
arcades already. FRANK 
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Daniel Cardinal, Quebec: addressez-vous a Game Genie Updates, PO Box 5606, Stacy, MN 55079. <^a coute US$5.00 pour un livre de codes. Vous pouvez aussi telephoner 1-513-868-8835. 


Dear TOTAL, 

In issue 12 you previewed a game called 
Mr Nutz which you said would be out in 
Spring 1993. It's now August and it still 
hasn't been released. Do you know 
when it will be? 

Jim West, Burgess Hill, West Sussex 


Honif many 



Mr Nutz: was it worth waiting 
for? Find out on page 40! 

Dear Jim, 

That's what Ocean told us, but 
they've spent a long time 
improving the game. Anyway, it's 
reviewed in this very issue! FRANK 

Dear TOTAL, 

I bought SFII Turbo in the US and when 
I got home I tried it with my Games- 
master adaptor. I played two rounds 
and a screen came up saying, 'this game 
is not guaranteed to work with the PAL 
version of the Super NES" and it went 
back to the start of the game. My local 
shop says I need a special adaptor. Why 
has no one warned me of this? 

Andrew Mitchell (10), Horncastle 

Dear Andrew, 

A lot of games no longer work even 
with fab adaptors. Generally, it's 
best to wait until the PAL version 
arrives here. FRANK 

Dear TOTAL, 

Will New Zealand Story be converted 
for the Super NES? 

Lee Bartaby, Middlesbrough 

Dear Lee, 

It's a possibility, but Taito have 
made no announcements. FRANK 

Dear TOTAL, 

I have all the issues of TOTAL except for 
the first five. Is there any chance that 
you'll reprint the early Issues so people 
like me can complete their collections? 

Scott Swingler, Birmingham 

Dear Scott, 

Your best bet would be to place an 
ad in TOTAL'S reader ads section. 
There's no chance of a reprint. I'm 
afraid. FRANK 



Dear TOTAL, 

I have a few questions, a few 
queries and a few thoughts. 

In another mag I saw a screen- 
■ shot of the PC Engine version of 
Street Fighter II. It looked like a 16- 
bit screenshot. But how could it be 
so clear and colourful, because the 
PC Engine is only an eight-bit 
machine? And why can't the NES or 
even the Game Boy produce such 
high-quality screenshots? 

2 1s the Game Boy an eight-bit 
machine, because all Its games 
(apart from one or two) are only 
one-Meg carts, but NES carts are 


ll»the world, not violence In 
video games. 

3 Are the NES games you play 
on the Superdeck better or as 
good as they are on the NES? 

4 Can you use the Game 

Genie/Action Replay on NES 
games when they are plugged into 
the Superdeck? 

5 Will you be able to get Maniac 
Mansion on the Super NES, or 
do I have to buy it as an NES game 
and use It on the Superdeck? 

6 Could you please tell me 

when the colour Game Boy is 
coming out, how much the games 
will cost, how many batteries it 
will need, if it can use Game Boy 
games already out, and what 
games come with It, if any? 

Ian Kerrigan, Liverpool 

Dear Ian, 

I Some people like to show 
off, probably because they 
feel inadequate. 

2 I'm inclined to agree, but 
we should wait and see if 
any evidence shows up to 
support or refute the claims of 
worried parents. 

3 Picture and sound clarity 
are improved, but the 
games look and sound almost 
exactly the same. 

Remains to be seen. 

||j| NES only, I'm afraid. 

6 THE COLOUR GAME BOY 
DOES NOT EXIST! Nintendo 
have never had any plans to 
make a colour Game Boy. (And 
why should they? The 'Boy in 
all its monochrome loveliness 
is doing very nicely, ta very 
much.) The rumour was started 
by certain games magazines 
who didn't know what they 
were talking about. FRANK 


two? Why don't companies make 
all their Game Boy games two 
Megs? That way the games will be 
with more levels. 

3 Will there be a barcode reader 
for the Game Boy that gives 
you infinite lives, extra energy, 
higher jumps, etc. if you find the 
right barcodes? 

May I congratulate you on 
making this ace mag. 

Barry Chan, Bilston 

Dear Barry, 

^ The PC Engine has some bril- 
■ liant custom graphics 


Criminal 

tendency 

Dear TOTAL, 

When on holiday recently on Gran 
Canaria, I noticed a few things 
while looking around an elec¬ 
tronics shop. 

I They were selling fake Game 
Boy cartridges called Super 
Handy Game Cartridges. These 
were for sale at about £8.75, These 
games worked perfectly, with no 
difference at all except for the 
picture on the front of the 
cartridge, where the words 
'Nintendo' and 'Official Nintendo 
Product' had been blacked out. 

2 The next thing I noticed was 
the multiple game cartridges. 
They sold four-in-one, eight-in- 
one, 12-in-one, 28-in-one, 
55-in-one, 100-in-one and even 
128-in-one cartridges! Out of the 
55 games, 25 had been given good 
reviews in TOTAL. 

3 In another electronics shop I 
saw something I thought was 
an NES but it had a different 
name. It was called a Creation. The 
console and the games were 
exactly the same as the NES but 
the joypads and the lightgun were 
slightly different. 

All this piracy must surely be 
the cause of all the high prices of 
games in Britain. So what I want to 


Write «o 




Send all your letters to: 
TOTAL Letters, 

30 Monmouth Street, 

Bath, Avon BA1 2BW 

Sorry, but we can only answer 
letters in print and can't reply 
to anyone personally, even if 
you send an sae. 


hardware. It is even able to 
display more colours than the 
(16-bit) Mega Drive. That's why 
it looks so good. 

2 The eight-bit Game Boy is 
very similar to the NES. The 
reason for Game Boy carts 
being smaller is (generally) in 
order to save money, which is 
why Game Boy games are 
cheaper - a good thing. 

3 There may be a barcode 
reader for the Game Boy, 
but the craze was very short¬ 
lived so I doubt whether there 
would be the demand. FRANK 


know is, what are Nintendo going 
to do about it? 

I think the new format of 
TOTAL is great, so keep it up! 

Colin Wicks (13), Stockport 

Dear Colin, 

1 That's not a question, is it? 

Anyway, these are illegal 
pirate carts. 

Again, illegal pirates. 


2 


3 Pirate central! Nintendo 
are always on the lookout 
for this stuff. FRANK 
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Help Mickey 


find his way 


Pluto has disappeared 
and his pal Mickey is 
hot on his trail! 

Trek through the six 
magical worlds of 
Emperor Pete to rescue 
Pluto before it's too late! 


Available now. 



- 




CAPGOM 




Uf- 


"Starring the inimitable 
Mickey Mouse, this is a 
whooping hit on the 
SNES. Brilliant 
cartoony graphics, 
imaginative and 
massively varied. 
Three skill levels 
and lots of rooms 
ensure long-term 
appeal." 

94% 

Super Pro 
April 1993. 


Bandai UK 

Hedge End, Southampton. 503 4TX 


© Disney 
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GO PLAY IN THE PARK 



JURASSIC PARK 
GAMEPLAY HELPLINE 


CALL: 0839 654154 
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This is the reviews intro page. This is where you shouid iook to find out 
where in teh magazine aii the fab games are (and where the crap ones are 
as weii, come to think of it), it's a bumper crop of Mintendo fun iike you've 

never seen before - off you go, then! 





review crew 

These people get paid good 
money for playing free 
video games and all they 
ever do is complain. 


FRANK 

Frank is fat. 

And Frank is rude, 
Frank will come. 

And eat your food. 

CHRIS 

Chris is brave. 

And Chris is tough. 
So why is he scared. 
Of bits of fluff? 

JIMMY 

James is slagged. 
And much maligned. 
He's as much use. 

As bacon rind. 


Jimbo says... 

We have had nothing but good feed> 
back about the opinion box. It's not 
there to confuse you, it's there to 
give you as wide a spectrum of 
opinions as possible. Reviewers 
often disagree and this box gives 
them a chance to air alternative 
views and decide the final mark. 


"It's utterly 
poo, or ace, 
or some¬ 
thing" 




IVIr niutz ... t . 

A surprise platformer with fluffiness courtesy of Ocean. 

Jurassic Park. 

JP is the movie of the decade, but is the game as good? 

Sunset Riders. 

Konami arrive, pistols blazing, with this Contra style shooter. 

Lamborghini .32 

An American Challenge from Titus. 

Cpt. America .34 



24 


28 


30 



Bar-room brawling and a bit of hot cue 
action as well. 


Oh dear, oh dear, oh dear... This 
game really is comical. 

Out To Lunch.. 38 

Do some razy cooking and try to 
avoid the evil Chef Noir. 

Super Putty . ..40 

A day in the life of a blob of putty. 

Yoshi's Safari 42 

Shooting with Mario's best pal. 

Vhsni's Cookie 43 

Biscuit-related puzzling. 


GAME BOY 

2teMa IV . 60 

Quite simply the best Game Boy game. 

Pinball Dreams . 62 

The Amiga classic arrives on Game Boy. 

Jurassic Park . 64 

More dinosaurs than you can shake a stick at. 

Humans . 66 

Shades of Lemmings in this prehistoric puzzler. 

niES 

Duck Tales . 71 

More Disney platform action, anyone? 

Jurassic Park . 72 

The third serving of dinosaur mayhem in this 
issue of TOTAL. 


Ren & Stimpy.45 

Another cartoon you've never seen 
made into a game. 

Wing Commander: 
Secret Missions .s46 

Save the universe, quick! 

Total Carnage 

Kill all the mutants in this blasting 
sequel to S^er Smash TV. 

Top Gear 2 

Is this sequel different enough to the 
first game to make it worth buying? 


illigel IVIansell . 68 

Britain's answer to Tom Selleck races cars. But 
doesn't live in Hawaii. Or have a butler. 

Lamborghini . 69 

A quick race through America, if you fancy it. 

Yoshi's Cookie . 70 

A second helping of bicuits from Yoshi - but 
still not a Bourbon Cream in sight. (Sigh). 



Darkwing 
Duck.74 

Yet more Disney duck platforming. 

Kirby's Dreamland 80 

The best-looking NES game ever made? 
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The mushroom-cloud kingdom may be very pretty, but it's very hard to actually get 
anywhere in. You keep falling through gaps in the clouds. 


Chris says... 

It's funny, I usually love all things : j 
French but Mr Nutz didn't do a thing ! j 
for me. It's just another average j 
platform game. The graphics aren't ; 
bad but the whole thing feels like : I 
I it's going through the motions of a j 
platformer. Very dull and very \ 

Amiga-ish. Give me Mario any day. 

"Dull and 
perfunctory ’ 
platformer. 
Very Amiga" I 





T O understand Mr Nutz, one must first 
understand les Frangais, who are, to a 
man, decidedly odd. Jean-Paul Sartre, 
Antoine de Caunes, Marcel Marceau... The list 
goes on. French games have in the past followed 
this honourable tradition of oddness. Classic exam¬ 
ples include Purple Saturn Day (?), Bubble Ghost 
and Captain Blood. All very weird. And rubbish. 

So, when we heard that Ocean had invested 
loads of money in 'Ocean France', we thought 
they had gone mad. Then everything went quiet 
for a bit. Ocean assured us that 
Ocean France were 
doing a brilliant 
job and that 
Mr Nutz would 
be fab. We 




For SlUES (1 player) 
From Ocean 
Price £45 


Mr lUutz is cute and 
lovable. Frank, on the 
other hand, isn't. 


That harmless-looking sparrow is actually rather deadly. Jump on 
its blimmirr' head, quick! 


Mr Nutz gives an end-of-level spider the kicking it so richly 
deserves. Mr Nutz is full of this kind of horrific violence. 
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A small pootpfCgooJsall 
thaj^steft o/ai/appl^ j. 


fTOUsh enough 
viAtff the mj^t] 
Nut2. Fruity tog 



you time your bounce right you can leap 
to the trees to find hidden nuts and 
>lden coins. 



This kind of sickeningly cute scene is typical 

the general sickliness of the whole 
game. Sorry, but Mr Nutz is not cred. 



sniggered quietly, expecting the adventures of 
some ginger-haired bloke with a Gallic shrug and 
a terrible garlic-breath problem. 

Then Mr Nutz arrived. Groink! It looked 
utterly fantastic, with graphics that would 


make Capcom sit up and take notice and animation 
that would bring a tear to Walt Disney's eye. Mr 
Nutz is simply one of the best¬ 
looking games you'll have 
ever seen, with rich 


Hmmm. I'm sure I've seen this kind of When Mr Nutz dies, his lovely fluffy tail 

scaling intro map before. In Capcom's falls over his eyes to show he's unwell. It's 

Ghouls 'n' Ghosts, perhaps? time to bring violence back to games. 



r Nutz leaps from one floating basket to 


colours, stunning animation and superb design. 
It's just a shame that such lovely graphics have 
been wasted on what is just another platformer. 

The platform action is perfectly 
presentable, though. You play the part of * * 



Hooray! Mr Nutz is invincible. He's collected 
the special shield, which lasts for about 20 
valuable seconds. 



Mr Nutz can duck down and swish his tail Mr Nutz can also jump on the heads of And, the piece de resistance, Mr Nutz can 

at baddies. Clever, eh? baddies to kill them. throw, erm, nuts at his enemies. 


rf 




i 




I 


J 


L 


the squirrel 


Mr Nutz doesn't look awfully violent, but he can dish out punishment with some style. There are 
three ways to kill when you're a cartoon squirrel, and here they are. 
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A bee. These chase you around 
the levels andjgenerally niake 
yourlife a misery: 



Cor, this is a big caption. I don't know what 
to say here, apart from something about 
venus fly-trap thingies, but then that's 
dead obvious, innit? 

Mr Nutz, a cute and wholesome squirrel. (Actually, 
I'm certain that his wholesomeness is 
completely superficial - anything looking as 
cute as he does must be harbouring some 
shameful and sinister character trait.) Mr 
Nutz has to collect nuts and coins, shoot 
or jump on baddies and generally 
save the day. As in all platform 
games worth their salt, there are 
tricky landscapes to negotiate, 
puzzles to solve and end-of-level bosses to rout. 

It has to be said that Mr Nutz Is a bit easy, espe¬ 
cially at the start. Although it does get gradually 


Jimbo says... 

Yes, it's all very pretty, but it's also 
very facile and one-dimensional. You 
never really feel like you're 
exploring and nothing exciting ever 
happens. Flash graphics just aren't 
enough - how about a bit more 
imaginative gameplay? Mario 
remains the king of platforms! 

» , "Sugary- 

M I sweet but 

very silly and 
rather dull" 




harder as you go on, you'll be in the second section 
before you even notice. It's basically a very 
simple and unoriginal game, but it's highly 
enjoyable nonetheless. The Mr Nutz sprite 
Is an absolute joy to control and the 
game is so big (and there are some 
tricky bits that will test your skills) 
that you'll find yourself playing it 
for ages. 

The music is just bloody 
annoying, though. It sounds like the 
muzak in some pasty French shopping mall and it 
makes your teeth grind. But this is just a minor 


Bad Boys, Inc. 

I realise, of course, that none of the baddies actually look at all bad, but here are some 
of the more, er, dangerous critters that you have to deal with. Jumping on their heads 
is a good rule of thumb. 



FLYXRAP 

You have to jump 
on the very right- 
hand side of the 
plant or it Just eats 
you. These pop up 
unexpectedly. 


a SPIKY 
THIIUG 

Use two shots or 
two swishes of the 
tail to kill these. 
The first hit knocks 
their spikes off. 



V. 


KILLER 

APPLE 

Not the most 
dangerous thing in 
the game, but 
useful for making 
those high jumps. 
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GIAIUT BEE 

These are actually 
quite tricky. They 
follow you around 
and make a 
nuisance of them¬ 
selves until you die. 






; .. : jdfe 




/A 


These coins give you loads of points. If you 
collect enough of them, you'll actually be 
endowed with a free life. Very useful in 
times of, er, no lives. 


complaint - and you can always turn the volume 
down, after all. 

Younger players will go nutz (sorry) for this - 
and there's enough challenge for more experi¬ 
enced gamers, too. It's no Mario beater, 
but I'm sure you weren't expecting it to 
be (we certainly weren't). FRANK 


I 


Mr Uluti 


Looks ■■’■■■■ ■ ■' ■ ■ 

* Simply amazing, with fantastic animation 
and jaw-dropping backgrounds 


* Brilliantly orchestrated but massively 
twee tunes, and sickly sound effects 


Gameplaj 


• Mr Nutz does exactly what he should, 
when he should. Wonderful to control 


Lifespan 


• It seems too easy, but harder later levels 
and tricky restart points improve matters 


The bottom line 

"An absolutely stunning-looking 
game which will attract envious 
glances from even the likes of 
Capcom. This could be the start of 
something big" 

■ Levels . tO Pinal score 


■ Difficulty . Easy 

■ Continues . Infinite 


■ Release date lUovember 
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Can the game possibly match the monster 
success of the movie? Armed with his trusty 
butterfly net, Frank sets off to find out. 


The game is split into two distinct sections. 
The main playing area is a top-down scrolling 
adventure-type thingy - a bit like Zelda. You 
control Alan Grant (a dinosaur 
expert) as he runs around 
A the park looking for 
J dinosaurs. For the bits 
inside the buildings the 
game switches to an into-the- 
screen shoot 'em up. 

To complete the game, you have to follow 
the plot of the movie reasonably closely. All the 
film's creatures and features are included, with a 


O cean, it has to be said, are not renowned 
for producing good movie licences. But 
it seems that, in order to avoid another 
disaster, they've made a special effort this 
time. The boys at the top gave 
Jurassic Park the highest 
priority, with the result that 
the best graphics artists, f 
the best musicians and the V 
best programmers they^*''^N*^ 
could find were involved. With this 
kind of support, it's hard to see how they could 
have gone wrong. Fortunately, they didn't. 


smart 

evolutionary 
entertaining 9= 


, using 

;hniques 

irneploy 


For Super RIES (1 player) 


Grant finds an egg. Hooray. Now he 
got another 17 to get. 


often be found on 


Valuable objects can 
roofs of the park buildings 



A 'raptor displays its penchant for ripping 
out your throat with no questions asked. 
Avoid these at all costs. 


Outside the 'raptor pen, you look into the 
vegetation with a mixture of raw, animal 
fear. And a bad case of the runs. 


Here, you're inside the 'raptor pen. The lush 
vegetation through those windows hides a 
razor-clawed killer. Be very afraid. 



Alan Grant nips behind a tree to avoid a charging triceratops. Welcome to Jurassic Park. Don't feed the animals. 
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stampeding dinosaurs wreck your Sunday 
picnic for a laugh. 



few extra bits thrown in for good measure, You 
have to solve puzzles, like how to 
open gates or cross rivers, 
while looking for keys 
and passwords allowing 
access to other areas. 

As you wander about 
the island, you have to enter 


J WHlflioS^ 

K of ^eal 

hard-cciffe action '' 


various buildings and reclaim them from the 
dinosaurs who have overrun them. The suspense is 
almost tangible as you open doors and peer round 
corners, ready to run for your life or stand and 
fight. The really good thing about these sections is 
that they're displayed in glorious 3D with rendered 
textures - just like in a PC game! 

Jurassic Park is a fairly basic shooter at heart, 
but the gameplay is entertaining and the puzzley 
bits add depth. Cosmetically it's fab - the graphics 
are spectacular, the music is ace and there are lots 
of nice touches. Hardened gamers won't have too 
much trouble finishing it, but there's plenty of 
challenge here for the rest of us. 

Although it doesn't quite attain 
the high standards set by the 
movie, Jurassic Park is a good, 
solid licence which 
you'll get a lot of 
play out of. FRANK 






If this isn't a warning, then I don't know 
what is. Bio-hazard means several tons of 
Dino-related death. 



This compy spits blinding venom in your 
eyes, causing temporary disorientation. 
Blindness, in other words. 


n/lr DMA 


Okay, let's sort out this DNA business. What 
does DNA stand for? Deoxyribonucleic acid, 
that's what. It's an acid. A very special acid. DNA 
Is known as the 'chain of life'. It is responsible for 
determining who and what we are. Every single 
living creature on the planet contains chromo¬ 
somes consisting of double-helix strands of DNA. 
What does this mean? Blasted if we know. The 
point Is that Jurassic Park features scientists who 
recreate dinosaurs from this DNA stuff. We tried 
a spot of DNA cloning in the office and came up 
with this recipe. 


1 part DNA 

2 parts water 
A bag of flour 
Some gin 
1 egg 

1 oz currants 
5 oz margarine 

Mix everything up In a bowl and spoon the 
mixture down the back of the fridge. Leave to 
ferment for a couple of weeks and then run for 
It. When you come back, your house may or 
may not be infested with nightmarish creatures. 
If you haven't got any DNA in the house, simply 
substitute it with coleslaw. 






TYRANNOSAURUS COMPY 
Aaaaaaaaaaaaaaa Venom-spitting 
aaaaaaaaaaaargh! monster of death. 


Jurassic Parf 
features loads of 
dinosaurs. What? 
You knew that 
already? Well, I bet 
you don't know 
what they're 
called. You do? 
Well, here are their 
names anyway. 


VELOCIRAPTOR 
Nasty, clever and 
vicious. 


GALLILIMUS 
These stampede at 
the slightest noise. 


TRICERATOPS 
These stampede a 
lot as well. 


I Jurassic Park 


j Looks 

j * The scrolling sections are good, but the | 
I 3D levels are very, very impressive | 

I Sounds S'H ■ ■ S » Vi 

\ • A complete lack of real Jurassic Park i I 

" themes, but the jungly tunes are fab | I 

Gameplay W ff M Ml fl fli W j 1 

i ii 

> * It's simple to get into and good fun to j i 

I I play. Perhaps a bit bland in places, though 

I I Lifespan '«■«««il M'S ilil~ 


* Not desperately difficult to complete and 
some of the action gets a bit samey 


The bottom line 


"What Jurassic Park lacks in 
originality and variety it more 
than makes up for in cosmetics 
and sheer pace. A good, 
straightforward action game" 


■ Levels . One big one 



■ Difficulty . Medium 

i ■ Continues . Infinite 

■ Releese dste Movember 
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Chris Buxton has never ridden a horse in his 
iife, but he does have a strange penchant for 
whips and ieather chaps. 


G ee, stranger, what's that new-fangled 
contraption yew've got thar?' 

'Well, it's a Super Nintendo, actually.' 
'And tell me, stranger, what's that strange box in 
your hand?' 

'This is Sunset Riders. A Wild West shoot 'em up 
that started out in the arcades two years ago.' 
'Say, pardner, do yew think yew could show me 
how it works?' 

'Oh bog off, Frank, I can't keep up this drivel any 
more. Can I just get on 
with the review?' 

'Oh, go on, then.' 

'And take off that 
ridiculous Milky Bar 




Simple blasting action that's 
instantly playable and 
thoroughly enjoyable 


Kid outfit.' 

'Hoots!' 

To be brutally honest. Sunset Riders is not the 
most original game you're ever likely to see. In 
fact, you could say that it's actually Super 
Probotector in a 10-gallon hat and a gingham 
shirt. Both games are from Konami, both are 
straightforward platform blasters and both are 
instantly playable. 

All you have to do in the game is go along 
from left to right, 
shooting the outlaws 
who leap out at you, 

I dodging their shots 
and making your 






For Super MES (1-2 players) 


From Konami 


Price £45 


Leap up on the chandelier and take out the 
bomb-throwing Smith Bros, in the saloon. 

way to the end of the level for a showdown with 
the head honcho and his gun-toting cronies. The 
action changes a little from level to level - two of 
the levels are set on horseback and in one you 


Later levels take you into the badlands and 
across treacherous canyons, like this one. 


What a load of bulls! Stampedes are always 
preceded by a flock of clucking chickens. 


At the end of level 1 the boss is holed up 
behind a pair of rather tasteful pink barrels. 



Nip inside these barn doors and you can get 
another gun, some cash or a snog with a girl. 


Outlaws hide out in the hay 
and come out shooting. 


You can boost your fire power with an 
extra gun or more powerful bullets. 








liiTdivr-' 
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where you 


l.€»olcs V ■ ■' V 

* Cartoony and very colourful, but it's not 
very sharp and the colours are weird 

Sounds ■'■■■W < . 

* The tunes aren't exactly great but most of 
the time all you'll hear are the gunfire FX 

* Standard platform blasting. Cleverly 
themed but ultimately repetitive 

Lifespan ■' ■' M' ■' 

* The easy level's a romp but the later ones 
are more challenging - if not impossible 


On level 2 you chase a train. By level 4 you 
get to race along the top of one. 


$132190.i£ $132190:-^ S16530 






Phwoar, gerremoff I Er, I 
mean, most artistic. 


ride alongside a train - 
but there isn't a massive 
amount of variety. Still, it's 
all great fun, and every Wild West cliche in the 
book is here: there's a shootout in a saloon, a 
chase through the hills, a fight through town to 
the corral, a knife-fight at an Indian burial ground 


and even a couple of cattle stampedes. 

The graphics are basic in a comic book sort of 
way. They're nothing like as impressive as Super 
Probotector but they're certainly colourful 
(although I'm not sure about the pink horse with 
a green mane) and suit the simplistic gameplay 
down to the ground. 

The difficulty structure is a bit iffy, though. The 
main sections are relatively easy but some of the 
bosses are ludicrously 
hard - you'll lose 
loads of lives on 
the later levels. 
In true Konami 
tradition, the 
difficulty 
level is adjustable 
from 'romp through on your second go while 
eating your dinner' to 'so hard it's impossible'. 
Trouble is, it's the sort of game you won't want to 
keep playing once you've seen it all. 


Sunset Riders is well programmed and great 
fun, but you'll play It for a few hours, complete it 
and then (unless you can bear playing through 
the whole thing again on a tougher diffi¬ 
culty setting) start looking around for a 
new thrill. CHRIS 


II I 


The bottom line 


"It's nice to be in the Wild West 
for a change instead of some 
futuristic setting, but beneath 
the nice graphics Sunset Riders 
is a very simple blaster that 
you can walk on easy level" 


■ Levels 


■ Difficulty . 3 levels 


■ Continues . Varies 

■ Release date lUovember 


score 

78 . 



After finishing a couple of levels this 
shooting-gallery bonus screen appears. 



Some of the outlaws throw bombs at 
you which explode after a few 
seconds, taking out anyone nearby. 


Quickly leap onto these stampeding 
longhorns (or you'll get flattebed) 
and then run across their backs. 


You can only hit these guys when 
they pop out from behind the tree, 
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AMERICAN CHALLENGE 


For Super RIES (1-2 players) 

This is probably 
the only chance 
you'll ever get to 
drive the world's 
yellowest supercar. Fat 
Frank drools uncontrol¬ 
lably at the prospect. 

Y OU arrive in America with only a few 
thousand dollars to your name. Your 
Intention is to become a millionaire as 
quickly as possible. As luck would have it, a rich 
acquaintance flogs you his shiny new Lamborghini 
Diablo for a measly fiver because he's (incredibly) 




The snow makes the going a little trickier 
than normal. Be careful. 



The split screen enables you and a pal to 
battle it out for fortune and glory. 


From Titus 


your face! 


Rather bizarrely, there's a Super Scope 
option in Lamborghini. Well, three 
options, actually. The first just sets the 
car racing round the track and you 
simply blast the other cars to clear its 
path. The second lets you steer the car 
using the Super Scope's sights. Very 
tricky and extremely confusing. The 



Price £45 


third option is 
the best: 
player 1 drives 
the car as 
normal, while 
player 2 blasts the 
other cars off the road. 
Strange but quite fun. 



desperate. So you decide to enter a dodgy trans- 
American road race, in order to win fame and, 
more importantly, fortune. 

I realise all this sounds just a tiny bit unlikely, 
but it does set the scene nicely for a 
challenging and very attractive 
two-player racing game. It also 
sets the tone for the strategic 
betting which earns you money 
throughout the game. 

Spookily enough, it's all set In the 
good old US of A and the races 
take place in various locations 
throughout the country. The 
location you choose affects the 
terrain and weather conditions 


you drive in, but even in Virginia (which makes 
Holland look like the Himalayas) you still race over 
hills and dips all the way. 

Before you start a race, you get to meet the 
opposition, who ask you if you fancy a 
wager on who's going to win. 
You can bow out of each 
bet, or turn the betting 
off completely at the 
start, but it can 
earn you valuable 


You're just about to finish first. That bridge Gorgeous Florida landscapes zoom by. I 
thing is the finish line. wish I was there now. 
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A bit of . tolllfioo with what lookt sotp.- 
cloufl, liko a Fowarl 512 tr, but ,ou h..« 

get to see the Side to confirm this. 

handling as you progress. The sound is perfectly 
adequate, too. What this game has over others in 
the field is a wealth of options and loads 
of variety. It's a brilliant racer and beats 
Top Gear 2 hands down. FRANK 


10 


The player at the 
top gets the Lambo 
convertible, which 
looks like the 
Batmobile, while 
the bottom player 
has to put up with 
the scabby yellow 
version. You'll 
have to fight over 
who gets which. 






The shooty game. That yellow blob is an 
exploding car. Player 1 drives, player 2 
blasts everything in sight. 

cash. You use this money to repair and upgrade 
your car. The better shape your car is in, the more 
chance you have of completing the race. 

There are a total of 15 races in each division and 
when you've completed them all you move on to 
the next, much harder, division. What all this 
means is that the game will take a very, very long 
time to complete. The two player Vs option is 
much simpler. You simply choose a track and race 
a friend, avoiding the other cars as you go. 

The graphics are, for the most part, fab, with 
gorgeous colours, smooth scrolling and convincing 
road movement. The car seems a bit limp at first, 
but you get used to it, and you can improve the 


o a 




his dusty desert road seems to go on 
“,.r. ?ou wont .n lc.trw.n,.» ftH- 
t least 500 miles. 


Look out for obstacles, like umbrellas. Don't 
ask us why. 


Lamborghini Diabio 


What a fantastic car. To look at it, you'd 
think it was a bright-yellow spaceship, 
and in many ways you'd be right. It 
certainly goes like a spaceship, with an 
estimated top speed of 202 
mph and a stupidly _ , ^ ^ 

powerful V12 twin- 
turbo engine. The 
body is made of a ‘ 
combination of 
Kevlar and aluminium and 
even the wing mirrors are made of 
a space-age composite metal. 

Slip into the driver's seat and you find 
yourself swathed in expensive Connolly 
hide. But if you fancy going on holiday, 
you'd better send your luggage ahead 


V 


because you can barely fit a six-pack in 
the front boot space. And there's no 
ashtray, either. 

Of course, all the Diablo's power and 
speed is academic, since you can only 
legally do 70 mph in this 
country (and a Mini 
Metro can do that) 

' r ^ but nevertheless 

Lamborghini 

^ recently decided 

that the Diabio still 

wasn't fast or cool enough and launched 
a new version of the car, called the 
Diablo VT (Viscous Traction), with four- 
wheel drive and all kinds of other stuff. 
Still no ashtray, though. 


Lamborghini 


Looks 


* Fabulous intro screens and some of the 
smoothest track routines on the Super NES 


Sounds 


m m 


* Superb music and adequate sound effects 
complement the action perfectly 

Gameplay ■ ■' ■' 

* It's been done a dozen times before, but 
this style of game is supremely playable 

Lifespan ■ g g g' g g g g £ 

* Enjoyable in one-player mode and equally 
fab with two players 

The bottom line 

"A very attractive Super NES 
racing game with loads of variety 
and a host of useful options. The 
decidedly odd Super Scope option 
adds an extra dimension" 


■ Levels . Loads 

■ Difficulty . Hard 

■ Continues .. Passwords 

■ Release date lUovember 


F^in«il scon 
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Hawkeye refuses to use his bow 
and arrow thingies. 



Frank puts on 
his tights and 
sets off to 
avenge the 
Super MES 
for the criminai 
damage inflicted on it 
by this abysmai game. 





Boy in a bubble; Captain 
America takes to the skies. 


This silver bloke is called Vision. He can down baddies with his 
special laser-shooting eyeballs. 


A bad guy explodes for no 
apparent reason. 




Hawkeye is like 
Robin Hood, only 
more purple. 


Captain America 
is the boss of The 
Avengers. 


Iron Man is made 
of erm, some kind 
of space-alloy. 


Vision walks 
around with his 
arms folded. 





For Super MES (1-2 players) From Mindscape Price £45 


C aptain America? Captain Rubbish, more 
like. Seldom have I seen a more pathetic 
attempt at an action game than this. The 
programmers obviously mistook the Super NES for 
a Commodore 64 and decided to make a sad 
Double Dragon clone instead of something 
worthy of the Super NES. 

You can play Captain 
America himself, or choose 
from Iron Man, Vision 
and Hawkeye. All of 
these characters have a 
special move which allows 
you to attack the marauding baddies at long 
range, but there are very few differences between 
them. The gameplay is utterly random, with judge¬ 
ment taking a back seat to luck. There is a 



two-player option, but it does nothing to improve 
the fun factor. In fact, the more characters there 
are on screen, the slower everything goes and the 
more annoying it becomes. 

And the graphics are crap as well. The blocky, 
unrealistic sprites flicker and 
judder around the screen, the 
backgrounds are portrayed 
in shocking forced perspec¬ 
tive, and the buildings look like 
they were drawn by small chil¬ 
dren. Mad ones. 

Although the sound effects and speech are 
beautifully sampled and the music is only slightly 
annoying, there's little to recommend 
this cart. Be warned: Captain America is a 
very poor game. FRANK 
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Looks 


r I :* r;’ ir’t ' r ' f 


* A C64 could do a better job. The worst 
graphics I have ever seen on a Super NES 

m ■' w m' ' ■* f ' ! ^ I ' 


* Good effects, but jarring music 
throughout the game 


m r.' I'i’ t: r-:' 


• Shoddy Double Dragon-style kicking and 
punching, with a few crap special moves 

Lifespan ■' r?? t"' 

* It's doubtful that you'll have the courage 
to play this more than once or twice 


The bottom line 

"An embarrassing attempt at a 
Marvel licence which is not 
only a travesty of the original 
comics but is almost unrecog¬ 
nisable as a Super NES game. 

Strictly for lunatics" 

I Levels . lUot enougjh Final scov 

I Difficulty . Easy 

I Continues . fllone 

I Release date ... IVovember ^1, # W 
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Hundreds of chances to play all the latest games 
and see the big Christmas tities before they even 
g^ reieased... Dexter Fietcher and Gamesmaster 
TV broadcasting iive to miiiions on Thursday... 
Radio 1 FM roadshow broadcasting to the 
nation... your first chance to see next year's con- 
soies ana make your own mind up about aii the 
hype... see and piay aii the hot stuff on CD32, 
Mega CD, Mega Drive, Super Nintendo, Amiga, 
PC, Game Boy and more... see what Commodore, 
Sega, Nintendo, Acorn and Phiiips have to offer... 
free ticket to see Disney's superhit Aiaddin movie 
before its UK premiere if you come to the show 
Friday... Dexter Fietcher and the GamesMaster 
Show iive and direct every day... see what's hot 
Cand what's not!) from the likes of Eiectronic Arts, 
US Goid, Konami, Domark, Core Design, Gremiin, 
Accoiade and dozens more... meet the peopie who 
bring you this very magazine... iike, you want a 
reason why you shouid be there?... check out 
ioads of deaiers seiiing aii the iatest gear at the 
iowest prices... meet tne programmers who make 
the games and find out how (and why) they do 
it... be a witness to the finals of the Nationai 
Computer Games Championships - with a cheque 
for £10,000 to the winner at stake!... be at the 
UK's most massive games event of 1993... Enter 
the incredibie Pinball Challenge and win a trip to 
Chicago! Just turn up at the 21st Century stand... 
so what else are you doing on a weekend in 
November anyway?... games challenges, competi¬ 
tions and lOOOs of chances to win... flight 
simulators, virtual reality, Lazer Force... we're not 
saying it won't be busy, Ibecause it'll be very busy 
indeed... hot new live bands, very - very - loud 
music blaring out at top volume on three massive 
state-of-the-art video walls... goats: sorry, no 
goats... dodgems, fairground rides... are you big 
enough to take on the Typhoon? It's the only one 
in the country and pulls a hairy 6G (whatever that 
might mean)... oh yeah, and there's the World's 
Largest Games Arena sponsored by Rumbelows... 
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food! 


You've gotta be fit to be a chef. Those 
vagrant vegetables are playing hard to 
get... and it's working. 




Mmm... You're right at the bottom of 
the screen and there's nothing but 
goodies. This looks dead easy. 


Aha, and here's your cage. Notice 
how it's completely empty and the 
timer (top right) is running down... 



Brr... you've climbed so high you've 
reached the snow-line. And here's 
your first cheese sighting. 



I UP x02 000160 







This is right at the top of the level. All 
the veg run away from you, so you 
can start herding them up now. 



For Super lUES (1-2 players) From Mindscape Price £45 


Jim's a bit of a 
gourmet. He's 
constantly travel¬ 
ling the worid, 
seeking exotic 
deiicacies to tempt his 
paiate. As iong as it's none 
of that foreign muck. 




This bit is unbelievably nasty. It consists 
largely of not being able to reach platforms 
which you slide off anyway. 




Y ou know how it is. It's late. You're hungry. 
You wonder if it's possible to make a 
steak au poivre using the cold sausage 
and nearly-empty mustard jar you think might still 
be in the fridge. So you open the fridge door. 

It's not a pretty sight. The sausage has shriv¬ 
elled with old age and developed a great deal of 
white hair. You didn't put 
the lid on the 
mustard jar and all 
that's left inside is 
some dark brown 
deposits the consistency 
of fossilised granite. Worse, 
there's a milk carton full of rancid putty and a 
piece of cheese that's wearing a blue-rinsed wig... 

But not all chefs are that careless. The culinary 
hero of Out To Lunch keeps an immaculate 
kitchen. He's got a different problem, though. His 
food isn't prepared to sit around until it's dropped 
into boiling oil, sliced up with a razor-sharp kitchen 


knife or popped delicately between the grinding 
molars of restaurant-goers. Instead, it runs 
away. Very sensible, if you ask me. 

But our chef is not to be 
defeated by a bunch of errant 
entrees. He sets off in hot 
pursuit around the world, recap¬ 
turing them with a net and caging 
them up, before going after another batch. 

On each level you have to capture a certain 


Gotcha! Stand on top of 
the cage and all the 
captured grub drops in. 

There's a rumble in the 
jungle and it's not just 
your turn. That cheese 
looks a bit mad and that 
thundering spud below 
ain't on your side either. 
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Our hero develops a sudden interest in 
campanology (that's bell-ringing to you, 
mate). No idea what these bells are for. 


number of items of food before your time limit 
expires. Until you get the hang of it, 
the time limit's very tight. 

Nevertheless, after a few 
attempts you'll be making it 
by the skin of your teeth. 

But in order to catch your 
quota of veg in each country you 
visit, you've got to defeat eight screens, each one 
harder than the last. 

In fact, they're a bit too hard. It's all standard 
platform-jumping stuff, but the canny comestibles 


• cacks ^ . 

stodgy control and ^ 


scarper as soon as they see you coming. You can 
sprint after them, but only at the expense of the 
instant net-swinging reactions you need to nab 
the num-nums when you reach them. 

But you've got another trick up your apron. 

You can pick up extra weapons, 
like flour bags and tabasco 
sauce, which paralyse 
your quarry for precious 
moments, enabling you 
to net them. 

The time limits and the 
general cussedness of the veg aren't your 
only problems. Sometimes the food gets poisoned, 
so you have to avoid it. It's all caused by a horrible 
purple glutinous listeria bug that also traps and 
kills you If you don't stay out of its way. Watch 


Chinese take-away, 
anyone? You need to do 
some heavy-duty spring¬ 
jumping to get anywhere 
here (using those heavy- 
duty, er, springs). 


'Take that, you fleeing fungus!' Chef lets 
loose his tabasco sauce breath. Maybe he 
needs to work on the timing a bit. 


Oh dear. Our hero runs out of time and 
fades from the screen via this mushroomy 
Mario-esque end sequence. 




Get those climbing boots (bottom 
right) - they stop you sliding about 
on the snow. Just remember to take 
them off before you go in the kitchen 
otherwise there'll be hell to pay. 


out for the salmonella, too... And worst of all, the 
villainous Chef Noir is at large, letting all your 
captured nosh out of its cage when you're not 
looking. Git. 

All of which is very nice and jolly (ho, ho, ho). 
But it's not very original and it's often too tough. 
That wouldn't matter so much if it played a tiny bit 
better, but our hero's reactions are just a bit too 
potato-like and the controls are a mite blanc- 
mangey - and the collision detection is too vague 
to produce the kind of split-second precision you 
need for a tough platformer. Out To Lunch is a 
nice enough game and worth a bash, but 
against the likes of Mario it just hasn't 
got a legume to stand on. JAMES 


Out To Lunch 

Looks ■■■■■■■ 

* Cute, cartoony and funny, but there's 
nothing to really make it stand out 

Sounds ■■■■■■■ 

* Jolly tunes which get ominous when 
something bad's about to happen 

I Gameplay ■■■■■■■ 

* Hard and addictive, like any decent 
platformer should be 

Lifespan ■■■■■■■■■ 

* Longer than that jar of red cabbage 
someone gave you last Christmas 


The bottom line 

"The plot's original, but the game 
style certainly isn't. It's a good 
platformer rather than a great 
one. Which doesn't exactly 
explain why I'm still playing it..." 

I Levels . 4-8 Final scon 


■ Difficulty . Hard 


■ Continues 


Forget it 


■ Release date niovember 
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Keep pressing X to blow ... And up.. 
Putty up... 


... And up.. 


... And up.. 


... Till he pops, killing all 
the baddies on screen. 


For Super MES (1-2 players) 


From System 3 


Price £45 




Putty 

training 

Putty's a blob of many talents. Learn 
how to use them and you're away. 


If you're a really 
boring sort, you 
can get about 
the place by 
simply running... 


... And jumping. 


But it's far more 
interesting (and 
quicker, too) to 
stretch from 
place to place. 


Baddies can be 
killed by either 
punching them... 


... Or lying in 
their path and 
absorbing them 
when they go 
past you. 


Putty can occa¬ 
sionally transform 
into different 
shapes, like this 
useless rabbit. 




Frank's a bit of an 
expert on putty. In 
fact, he eats it every 
day. Oh, hang on, 
that's porridge. 


Y ou'll need four things if you're going to 
play Super Putty successfully: 1) a Super 
Putty cart; 2) a Super NES (those two are 
obvious); 3) lots of patience; and 4) 
the ability not to flinch as 
you hand over loads of 
cash for a game you 
could have bought a 
year ago on the Amiga 
for half the price. Oh, and 5) 
very good eyesight. 

The whole appeal of the game lies in Putty 
himself, the little fellow you steer around the 
place. As his name suggests, he's a blob of putty, 
and he can do all the sorts of things you'd expect 
putty to be able to do (plus lots of others you 
probably hadn't thought of). 

Other than that, though. Super Putty 
Is pretty standard platform-game stuff. 


Your mission is to rescue some little things called 
Bots, which hop about the place as if they'd rather 
not be rescued at all, and you do it by squidging 
Putty about. You can fight back against the 
baddies who try to stop you by punching them, 
'absorbing' them, or using power-ups to change 
into funny shapes with different abilities. There 
are moving platforms, spikes to avoid and, er, 
that's about It, to be honest. It's good, solid enter¬ 
tainment, and there are plenty of amusing 
moments (like Uncle Ted, who wheels his 
Hammond organ onto the screen if 
you collect the right power-up, 
and plays a tune that makes 
all the baddies dance about 
helplessly on the spot). 
There are loads of things 
about the game that are 
annoying, though. Partly as a result of it being a 
conversion of an old Amiga game, the levels are 
really small and squashed up, and it can ail feel a 
bit claustrophobic at times. It also means the sprites 
have to be really titchy (without being particu¬ 
larly well animated in the way that titchy 
sprites often are), and, thanks to the dull 
orangey/bluey colour scheme, they can 


What lovely bug-eyes you have. All the That gong looks like the one from old Rank 

better to fly off your head at speed. film intros. So where's the muscular bloke? 
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Grab this and 


^ |fe-^youMI zoom to 
' the bottom of 


the screen. 


Here's one of the 
Bots you're meant 
to be rescuing. 


The screen is so crowded with baddies that 
you need to get the teeth in the top right 
to see the blighters off. 

often be hard to make out against the back¬ 
ground. The result is a mess of 
baddies flying around 
the screen that you 
haven't a hope in 
hell of avoiding 
unless you really, 
really concentrate. 

More annoying things Include 
baddies that shoot at you from off the screen (you 
don't know they're there until you've been hit), the 
arbitrary way the game decides which baddies you 
can kill and which you can't, and the rather over¬ 
complex control system, which will take you ages 
to work out. 

If you reckon you can cope with ail that, 
though, and aren't bothered about spending 
masses of money on an ex-Amiga game (which 
think I would be, to be honest). Super 
Putty could be worth a look. It's very 
pliable. Sorry, playable. FRANK 


Funny-looking green men 
with pointy hats fly out 
of this telly, for 
strange reason. 


^ avoid getting Kineo^^^ 


■ 1 


Pick up these teeth and 
you'll be able to take on 
the form of the next 
baddie you absorb. 




Super Putty 


Hang on - isn't that Edd 
The Duck? I do hope not 


* Putty's nicely animated, but the back¬ 
grounds are rather flat. And orange 


Sounds 


• The background music's a bit dodgy, 
although the funny effects make up for it 


Gameplay ■ tf ■ S' dT 


* It s entertaining, but at the same time 
frustrating when things get out of hand 


Lifespan 


You've got to get the 


* Once you've got the hang of it (which 
takes a while) there's lots to keep you busy 


Bots to here in order 
^o rescue them. 

V / Cr 


The bottom line 

"With its malleable hero and 
humorous touches, this makes a 
nice change, but it's a bit 
awkward and is basically just a 
cobwebby old Amiga game" 

Levels . *18 Final sc 


Difficulty . IVIeclium 


Continues 


Release date ... October 
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and a level skip. Lucky yoj.*' **’''** ***** 


T his is a game about Yoshi. It's also a 
game about cookies. Apparently, Mario's 
the owner of a cookie factory (that's 
news to me). It's become overrun by hordes of 
Family Assortment biscuits - Jammy Dodgers and 
the like - and It's up to Yoshi to save 
the day. Luckily, he's discov¬ 
ered that when identical 
biccies are placed in a 
line, they disappear. 

And so we embark on 
another Nintendo puzzle game. 

While Mario plunges a pump and Yoshi manipu¬ 
lates a tube at the sides of the screen, you move a 
crosshair over the playing area. Targeting a cookie. 


you slide a portion vertically or horizontally in an 
effort to make a line of similar biscuits. 

There are three game modes to test your 
puzzling skills. The Action option seems like a grab 
at the Tetris crown. Biscuits swing in from above 
and the right, and you have to keep the 
cookie mound under control. If 
the biscuits reach the top or 
far right of the screen, the 
game's over. When ail the 
biscuits are disposed of, you've 
finished the level. 

Versus mode has the same gameplay but lets 
you play against a human or computer opponent 
in a race against time. A fuse burns down, which 


■ DUMMIES' 

Uninspiring graphics and 
sound. The puzzles aren't 
very original 


j 



' Poor Yoshi. He's got 
P to carry Frank's 
^ huge bulk as they 
^ ride off on safari. 

intendo were never ones for letting go 
of a good Idea. You might even accuse 
them of a touch of overkill. Yoshi's Safari 

is yet another game --' - =—— 

attempting to cash in 
on the Mario myth, 
and comes along at a 
time when store shelves 
are already creaking under 
the weight of Mario games of various 
descriptions. This one features both Yoshi and 
Mario, but Instead of being the platformer most 


YosWmwts a boomerang 

throwing boss. 


This whirling ball of death * Ixnow what Yoshi is 
needs hundreds of shots. ^'niiing about. 


pai«ts> 

generation ^ L 


people associate with Mario, it's 
a bizarre Mode 7 driving/ 
shooting game employing that 
rather sad piece of Nintendo 
hardware, the Super Scope. 

You play the part of Mario and have to ride 
Yoshi through the mushroom kingdom, blasting 


baddies and jumping over hazards. The concept 
and gameplay are both fantastically simple. As 
Yoshi rides through the kingdom, his path is 
displayed in fab Mode 7, with the baddies scaling 
smoothly as they approach. You use the Super 
Scope to fire at the baddies as well as make Mario 
jump when he encounters an obstacle. (To jump, 
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Hmmm. A tricky mix of 
biccies. What to do? 


can be slowed by 
knocking out lines. 
You can play Yoshi, 
Mario, Princess 
Toadstool or Bowser. 


1 YOWlWI®®® * 

A nice, simple game, 
■♦K nienty of challenge, P 


Uh-oh. Things are getting 
worse. Make a line, quick. 

But - and it's so nice to be able to 
say this these days - the gameplay 
is this cart's saving grace. 

' Despite the unoriginal presen¬ 
tation, Yoshi's Cookies is a simple 
and addictive puzzler. The puzzles 


Phew. There goes a line of 
Battenburgs. Close shave! 

take ages to solve, and you'll discover that this is 
one of those games where you sit down in the 
morning for a quickie and suddenly it's night time. 
However, the game's big flaw is its choice 
of biccies - there's not a chocolate Hob- 
Nob in sight. JAMES 




The Puzzle option presents the 
greatest challenge. You're faced with a set of 
blocks and have a limited number of moves in 
which to clear the screen. Some rounds will 
completely flummox you at first, but if you can 
control your frustration you'll do it eventually. 

The graphics in Yoshi's Cookie are nothing new, 
with backdrops and between-round sequences 
which look like every other Mario game. It's all 
very pretty but hardly awe inspiring and not at 
ail interactive. The sound is nothing to sing about, 
either. You get a choice of three jolly tunes and 
some lame effects - the warning 'beep-beep' noise 
sounds like a cheap digital watch alarm. 


The bottom line 


• Very pretty and very Mario-esque, but 
also very unadventurous 


Sounds 


• Four different tunes, standard effects and 
a grating beep-beep noise 


"A damned playable puzzle 
game. It's desperately lacking 
in originality, but it caiis for 
weli-developed puzzle-soiving 
skiils and some serious 
concentration" 


Gameplay 


• A playable puzzler which starts off easy 
but soon gets challenging 


io Final score 


Lifespan 


■ Continues . Infinite 


* Some of the puzzles seem impossible, but 
you'll want to keep plugging away 


. © l-lJLf. 


-j: 2 c±==:^— 

0:4 5 ; t 




you use the Super Scope's hitherto unexploited 
'cursor' key.) 

About three-quarters of the 
way through each level, Yoshi 
comes across a little boss . 
who requires several well- ■ 
aimed shots before he 
expires. At the end of a level, he ~ 

encounters a fully fledged boss monster. These 
require a little thought to do in - most kick the 
bucket through a combination of good shooting 
and strategic planning. 

There are all the usual Mario-style goodies and 
every power-up and baddie from the Mario games 
is there in some shape or form. The graphics are 


I YOSHIS I 


Yoshi's in it 


very, very nice, with some of the best Mode 7 and 

_ _ sprite scaling you'll see. Both the 

music and sound effects 
\ are sharp and impressive 
. and the game reeks of 
the quality for which 
Nintendo are renowned. 
Unfortunately, though, something 
important is missing. What this game really lacks is 
a sense of challenge. To be fair, Yoshi's Safari is 
aimed primarily at kids, and they'll probably enjoy 
it, but even younger players shouldn't have too 
much difficulty completing it. Which is a shame, 
really, because this is by far the best Super Scope 
game around. If you bought a Super Scope and 


Yoshi's Safari 


* The sprites and animation are fab, and 
the Mode 7 track looks as glorious as ever 


* As you'd expect from a Nintendo game, 
the tunes are bright, jolly and very catchy 


Cameplaj 


* It's good fun, all right, but definitely a 
little simplistic for older gamers 


Lifespan 


• Oh dear. High-quality throughout, but not 
exactly difficult. In fact, it's downright easy 

The bottom line 

"As usual, Nintendo come up 
trumps. This is a fab little game, 
but its downfall is that it's too 
simple - hardened game freaks 
will eat it for breakfast" 


■ Difficulty . Easy 

■ Continues . Infinite 


■ Release date .Out now 


you're desperate to find a half- -_ 

decent game to go with it, you could do 
worse than give this a bash. FRANK 


score 

69 % 

)ulddo 

=RANK 


NOVEMBER 1993 ■ ISSUE TWENTY-THREE ■ TOTAL! 


SMES REVIEWS 

















































































Just like in the real thing, you toss a coin to 
decide who breaks first. 



This is the overhead view of the table, just Moving the wire-frame globe determines 

before the break. Set your power and go! the path of the cue ball after impact. 






However, the game has also got some serious 
flaws. The standard options allow you to look at 
the whole table from directly above, zoom In for 
a close-up, or go down for a confusing 3D shot. The 
problem Is that if you take a shot using the last two 
viewpoints, the screen remains static and you lose 
sight of the balls when they move. 

The graphics on the table are nice, if simplistic, 
and the ball movement Is almost perfect. The 
sound effects could do with a little more variety, 
but it does sound very much like a game of 
pool. You can choose one of four tunes 
from a jukebox, but you'll probably just 
find them annoying. 

If you ignore its minor problems, this is 
a jolly good romp. It‘s definitely the best (in 
fact, it's the only) pool game available on 
the Super Nintendo. If you like pool (or even 
snooker) and can't find anywhere to 
play it for real, this is the only game for 
you. Well recommended. FRANK 


3 


A nice rendered screen shows you arriving 
at the tournament, ready for action. 


CHAMPIONSHIP 


For 

Super MES 
(1-8 players) 
From 

MIndscape 
Price £45 


Pool is a game 
played by fat men 
in pubs. Take it 
away, Frank. 

P ool is often looked down upon. Especially 
by my mum. She reckons that it's just a 
game for beer-swilling ruffians. 

Well, at least she's a good judge of 
character, then. 

Championship Pool is the first 
version of the game for the Super 
NES. Can it possibly capture the 
atmosphere of a pub; the smoke, 
the reek of stale beer, the air of 
impending violence? Can it realisti¬ 
cally simulate the complex physics of 
a pool table, including jammy fluke shots? 


The simple answer to that is 
yes. Super NES Pool has an amazing 
wealth of options. You can either play by your 
own rules, or select one of 12 different American 
styles, including nine-ball, eight-ball and speed 
pool. Add to this the fact that up to eight players 
can play at once and you begin to get some idea of 
the game's potential. 

If you do have to play on your own, 
you can enter one of two tourna¬ 
ments, playing against some of the 
dodgiest characters you'll ever 
meet. You can alter the skill level 
by adding or removing a ball 
guide. This dotted line shows you 
where the cue and object balls will 
go after you've taken your shot. 
It's not 100% accurate, but it's very 
useful if you're a pool novice. 



The 3D view gives you a slightly more real¬ 
istic look at the proceedings, but you often 
lose sight of the ball once you've cued. 


■i Looks mmmmmmm 


• Would be crap were it not for the 
fabulous ball movement and lovely intros 

Sounds 

* Loads of tunes and some realistic 
ball/pocket noises, but not much else 

Gameplay ■ 0 0 0 ■ 0 0 0^^ 

• With more than one player, this will 
become a classic multi-player game 

LHespan ■ IP C ^ il 

* Dubious in single-player mode, but the 
tournaments are tough even on easy level 


The bottom line 

"You'll probably get more out 
of this if you're shooting with 
someone else, but it plays 
brilliantly anyway. And it's 
much cheaper than buying a 
real pool table" 


■ Levels . Loads 

■ Difficulty . Variable 

■ Continues . Mone 

■ Release date lllovember 




H I 
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Ren uses the 
clock to propel 
himself through 
the first level of 
the game. 


Why haven't those mountains 
been coloured in prop¬ 
erly, that's what I want 
to know. 


For Super MES (1-2 players) 


From T*HQ 


Price £45 







Ho, ho! Stimpy falls down 
a big pink tunnel. Hee, 
hee, hee! 


Ack, ack! Ren tries to slap 
a telephone with his 
hand. Arf, arf! 


Ren cries as Stimpy stands 
on the telly. Har, har-de- 
har, flippin' har. 


The bottom line 

"All the talent that went into 
making this game's graphics so 
superb has been wasted by the 
gameplay's criminai iack of 
imagination. Quite shocking" 

■ Levels . Loads Final score 

■ Difficulty . Medium 

■ Continues . Infinite 

■ Release date .lUovember 
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Har, har, har. Take a look at some of the really funny things that happen to Ren and 
Stimpy in this cavalcade of crazy comedy. Oops, I've wet meeself! 


Frank, Simpsons 
fan extraordinaire, 
checks out the 
Nintendo uersion of 
another American 
cartoon show. Can Ren 
Stimpy out-iaff Homer? 

ave you ever seen a Ren & Stimpy 
cartoon? Of course you haven't. It hasn't 
been shown on British TV 
yet. What this means is that 
you will completely miss the 
point of any gags that may | 
crop up in Veediots. 

Ren & Stimpy is a 
popular American variation on 
the Tom & Jerry theme. Ren is a 
devious, ill-tempered Chihuahua, while Stimpy is a 
thick cat who obeys Ren's every whim. It's been 


VEEDIOTS f 

An almost complete lack of 

_ I..... ......... 


4 EEDIOTS k 

Cartoon-perfect graphics, 
brilliant attention to detail and 
superb sound effects 


compared with the 
Simpsons, but it's 
nowhere near as 
good. For a start, it's 
not funny. Americans 
may think it is, but what 
do they know? 

The game revolves around some 
contrived plot Involving Ren trying to get money. 
He runs along, jumps over bad guys, slaps things 
with his hand and collects the dosh. Occasionally, 
you get to do the same thing again, but control¬ 
ling Stimpy instead. 

The action is mind- 
bogglingly repetitive and 
, you could be reaching 
for the off switch in 
seconds. There are a few 
interesting sub-games, but 
the more you play it, the more this 
will remind you of that other crap T*HQ cartoon 
licence. Family Dog. 


It's a shame, because cosmetically 
this is a winner. The cartoon-style 
graphics are lovely and 
colourful and the sounds are 
hilarious. The botched game- 
play is unforgivable, though. If 
you pay good money for 
this, you'll soon be laughing on the 
other side of your face. FRANK 




Ren & Stimpy 


• Completely faithful to the cartoon, but 
you'll have to take our word for it 


Sounds 


• Again, just like the 'toon, with brilliant 
sampled sound effects throughout 

Cameplay ■ ■ 

• None at all, really. What there is, though, 
is frustrating and irritating at best 

Lifespan ■ ■ ■ 

• It's certainly big, but just how much pain 
can you handle? This is not built to last 





























For Super lUES (1-2 players) 


a 'Gorschk!' says Chris 
Buxton as he delves 
into Goofy's Zelda- 
esque puzzle game. 



Picking up objects like coconuts and plants 
reveals fruits and food which top up 
Goofy's energy. 





From Capcom Price £40 


P layed Zelda IN on the Super 
NES? Well, you've played 
Goof Troop, then. Although 
it's a new arcade puzzle game, the 
puzzle style, the gameplay and even 
the graphics have been lifted 


The rather pretty map screen shows five 
levels (count 'em) of puzzley action. 
Shouldn't take more than a few hours... 


These characters throw 
crates at Goofy but he can 

catch them and lob emback. 


Straight from Nintendo's 
wonderful adventure game. 
Goof Troop doesn't have the 
same involving storyline as Zelda, 
though. All you have to do Is solve 
puzzles, get to an end-of-level boss and 
then solve more puzzles. The puzzles aren't 
exactly tough and test your arcade skills more 
than your brainpower, but two people 
can play at once - one controlling 
Goofy, the other his son. Max - which 
makes It more fun and 
speeds things up. 

The puzzles don't 
really get any harder 
the further you get in 
the game; they 
just get more frus- 





The highway code clearly 
says 'mirror, signal, move. 


Super lUES (1 player) 


Mindscap 


Bloody Spanish air-traffic controllers. I ve 
been waiting here all day. 


Jim's been pro¬ 
moted from tea 
boy to wing ^ 
commander. \ 


^ . 


T his review is a bit point- 

less, to be honest. In fact, I j 
could write it In about 10 L 
words: Secret Missions is virtually the same as the 


first Wing Commander, 
y Ij^ I However, the rest of this page 

needs filling up SO I'll 
^ Jis X pad it... er, elaborate. 

ope \ Remember Wing 
\ Commander, that great 
g space shoot 'em up that we 

^ f reviewed a few issues ago. The one 

^ with brilliant graphics and a plot 

that changed depending on how well or badly 


CommWing 

Commander? You look very familiar 


Same bar, same faces. The 
prices are higher, though. 


This is Major Tom to ground 
control. I can't do this yet. 
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Use the Zelda-style grap¬ 
pling hook to reach far-off 
objects and cross big gaps. 



The boulders bounce across 
screen in regular patterns 
so they're easy to dodge. 



Does anyone really like 
Goofy? And why doesn't he 
look anything like a dog? 



trating. Keys, ropes and other useful 
objects are placed further and further 
away from the place where they 
have to be used and so there's lots 
of tedious toing and froing - and 
what's really irritating is that every 


single bad guy reappears when you 
come back to a screen. 

Goof Troop is quite fun at first, 
especially with two players, but it 
soon gets annoying, and when 
you've gone through a level you 


Goofy can pick up any object lying about on At the end of the first level Goofy and Max 
the screen and throw it at whatever gets in have to fight these pirates who pop out of 
his way. Like this pirate blokey. the holes by lobbing cannonballs at 'em. 


don't feel any urge to do it again. It's a nice idea, 
nicely done, but it's too shallow. The F 
whole thing just feels like a sub-game |M 
from another game. CHRIS —ICJ 


Goof TVoop 


Looks 


f -J 


• Prettier than your average puzzle game, 
but the graphics are all fairly basic 


Sounds 


• Lovely tunes and lots of very sweet¬ 
sounding effects 


Gameplay ■■■■■■■ 

• Initially great fun but gets very repetitive 
after you've played a few screens 


Lifespan 


• It's way too easy. Even the two-player 
option doesn't save it from that flaw 

The bottom line 

"Simplistic arcade puzzler that's 
identical to those little puzzles in 
Zelda. There's a neat two-player 
option but it's all ludicrously easy. 

Really just a one-play wonder" 

■ Levels . 5 Final score 

■ Difficulty . Easy 

■ Continues ... Passcodes 

■ Release date . Out now 


Final sc 

63 


% 



i you lining up 
friendly ship? 


we re in a new system but this 
planet looks like the last one. 


Captain, why are 
your sights on a 1 


half-assed effort which amounts to little more 
than an overpriced add-on. It's great if you haven't 
got the original, but it will be a grave |||||||l 
disappointment to all those WC fans who ~ ■ ■ 
were expecting a new game. JAMES I ^ . 


the benefit of a few new ships and faster 
gameplay is just way over the odds. 
I'm surprised at Mindscape for not 
4 going the whole hog and making a 
^ genuine sequel instead of this 


you did? Welcome to Wing I i 6 

Commander: The 

Secret Missions, a 

game with brilliant 

graphics and a plot that 

changes depending on how 

well you do. Sound familiar? It \ ^ 

should do. What may also seem 

familiar Is the £50 price tag. Honestly, do 

Mindscape really expect gamers to fork out good 

money for exactly the same game? 

Okay, so maybe that's a bit harsh. The game 
does run a little bit faster and the storyline is 
vaguely different (you're still going after the 
Kilrathi, only now you're doing it in their system 
Instead of yours and they've got a new super¬ 
weapon), but is this enough to justify the asking 
price? I think not. 

The only, and, I repeat, only, people who 
should be buying this are those saddoes who didn't 
buy the first game (shame on you). 50 quid for 


The bottom line 

A nice game but a completely 
pointless release - it's 
practically the same as the 
original. Mindscape should 
have released one or the 
other, not both" 


• You just can't fault it. Great statics and 
excellent in-game space screens 


• Dramatic music that changes to suit the 
action, and loads of neat blasting effects 


* It can get a bit repetitive but the plot 
adds a lot to the action. Simple but fun 


■ Difficulty 


• Too easy on Beginner mode and not that 
hard on Ace. Still, a cracking shoot 'em up 
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For Super MES (1-2 players) 



From T*IIQ 

Chris Buxton goes on a spree of 
mindless violence. And then he 
has a go at Total Carnage. 


here are times in life when violence seems 
the only solution. For instance, last week 
Frank nabbed my last Malteser and the 
scuffle that followed could only be 
described as, ahem, Total Carnage'. 
Yes, well. Anyway, Total Carnage 
is one of the most violent 


Price £50 



evil dictator 

Someth,ngorother. banging his fist and 
moaning about the Americans. (Seems 
quite a sane thing to do. if you ask me.) 


■ xO 
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games you I 
see. It's actu¬ 
ally the sequel to 
the wonderful Smash TV, taking the pure blasting 
gameplay of that game and sticking it in a multi¬ 
directional scrolling landscape full of hostile forces. 
Smash TV was supposed to be like a game show 
but Total Carnage Is much more your typical 
shooter - you're a commando who 
.j.- has to destroy the army of some 
' evil dictator. 

The basics of the game are the same as 
in Smash TV. The screen fills up with enemy troops 
and meaty hardware and you just blast away. It 


TOTAL'S top six shooters: 



me macninqs -- ^ 

attacking troops. The blue circle 

is a shield and the orange-and^reen blob at 

the top is a wiarp to skip a bit of the level. 


The blue flame-thrower is 

The standard flame-thrower 

You can only get this 

the hardest weapon you 

isn't quite as rock as the 

powerful grenade-launcher 

can get in the game. 

blue one but it's still good. 

on the guardian screens. 
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I When Orcus appears, 
drop mines on his 
shadow to hit him early. 


2 Avoid going in front of 
him and he won't be 
able to hit you. 


3 Watch out for his 

missiles. Use a mine to 
get a temporary shield. 



Lay mines by planes and 
you'll call a missile strike. 

soon develops into a frantic reac¬ 
tion test as you race about trying t 
take out the nearest enemy. 

Sounds great, huh? Well, it would be if the 
Super NES version was as good as the Total 


Anti-personnel mines give 
you a high-voltage shock. 

Carnage coin-op, but coders 
Black Pearl haven't quite 
managed the job. The 
graphics are very chunky, the 
whole thing's a lot more sluggish than the original 


the hardest hardware 



The machine gun is one 

The rocket-launcher does 

The spread gun is good for 

step up from the standard 

serious damage but is best 

taking on troops but 

gun and isn't much better. 

against enemy hardware. 

wasted on bigger targets. 


coin-op and it doesn't seem to pack in as much, 
either. This is disappointing considering the fab 
Super NES conversion of Smash TV. 

Total Carnage is a wasted opportunity. The 
game's still a fairly playable shoot 'em up but fans 
of the coin-op will be very upset and 
everyone else will probably wonder 
what all the fuss was about. CHRIS 



Total Carnage 

‘ Looks M m m w M j j 

i 

• The backgrounds are fairly faithful to the 
I coin-op but the sprites aren't as good 

i --- - 

I Sounds ■■■■■■ J 

• Pretty noisy most of the time, like the 
: coin-op. Good speech 

i Gameplay' tf 11 ' 

• Shoot everything in sight. Again and 
again. And again. You know the form 

I Lifespan ■ ■ ■ ■ ■ ■ ^ i 

I • It's not all that big and two players will 
I romp through it in a day or so 

The bottom line 

"Ropey conversion of an intense 
coin-op. The basic game's stiii 
there and is still pretty good, but 
it lacks speed and the graphics 
aren't really up to scratch" 

■ Levels . *15 Final sc 

■ Difficulty . Medium JjH 

■ Continues . 3 

■ Release date . Out now 


% 
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Make like the Dukes Of Hazard and jump Plough'hlto **“* *®P “"^ers tend 

over every bump you encounter. ® '’‘® ®*‘'ck walls ** 


’ «s a result. 





For Super NES (1-2 players) 


From Gremlin 


Frank straps on his goggies, pulls the chocks 
away, starts the propeller, and then realises that 
this is a driving game. Geek. 


G op Gear was the first truly excellent two- 
player racing game on the Super NES. No 
surprise, then, that 

there should be a » EARS 


sequel, with new 
tracks, new cars , 
and new options. 

Sadly, though, not 
much else Is new. 

In one-player mode you simply have to race 
around various world circuits. Your car is equipped 
with nitro boosts, and these are what make up 
the bulk of the gameplay. Obviously, good driving 
skills are important, but judging when to use your 
nitros Is vital. You can upgrade engines as you 


progress through the game - In fact. 

It's impossible to win certain races 
without a fab engine, which 

is frustrating on the early 

Virtually identical to the first \ races, as you can drive a perfect 

name. Can get very tedious J circuit and stiil only finish second. 

® if piayifig ^ really comes into 

its own In two-player mode. You race 
against your pal, as well as the other drivers, 
and the good thing is that you both enter the 
tournament, meaning one or both of you could be 
knocked out at any time. This ups the level of 
competition and makes It more engrossing. 

Cosmetically, the game Is pretty wonderful. 
The graphics are a vast improvement over the first 


erfect road movement, great 
sprites and classic drivey-type 
action af 


Price £45 

game, and the new road routine Is among the 
smoothest ever seen on the Super NES. The car 
sprites are very nice and turn 
and spin In a very 
GEARS convincing 

manner. The 
sound effects 
are bog-stan¬ 
dard revving noises 
with some bangs thrown in fpr good measure, but 
the tunes are fabulous. 

So what's wrong with it? Well, It's virtually 
identical to Top Gear, for one thing, and for 
another, it lacks any variety whatsoever. The 
bottom line is this: if you already have Top Gear, 
then forget it. If you want to buy either game, 
then buy this sequel, cos it's a bit better, 
but a slap on the wrists for Gremlin for 
not Improving the gameplay. FRANK 





goBBas 





Looks 


Driving at 200 mph in dense fog is not 
what you want to do on the M4. In Top 
Gear 2, however, it's perfectly acceptable. 


• Superb track routine gives a faultless 
impression of speed and the cars scale well 

Sounds m m m m mm mm x 

• The tunes are excellent but the effects are 
hardly very imaginative 

CSameplay V ■ t I 

• A little tedious in one-player mode, but 
the two-player option is fab 

Lifespan Itf tf W M 

• Not very long for a lone player, but pals 
can keep racing until the sun goes down 


The bottom line 

"A bit odd, this, it's a perfectiy 
smart two-player racing game, 
but it's only marginally better 
than its predecessor. Sort of 
Top Gear '93, if you like. 
Shame, but there you go" 

Levels . Loads Final 


score 


■ Difficulty . IVIedium 


■ Continues . Infinite 


■ Release date IVovember 
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THE GAMES ROOM II 

9 The Arcade, 
High Street, Sutton, 
Surrey SMI lET 
Tel (081) 643 - 9500 
Mon-Sat 9.30 - 6.00pni 


THE GAMES ROOM 

Unit 17, INSHOPS, High Street, 
Epsom, Surrey ^ 

KT19 8TX , I 

Tel (0372) 744465 ^ 

Tues-Sat 9.00 - 5.30pm \"’ 


NEW SHOP!! 

THE GAMES ROOM III 

48 Fife Road, Off High Street, 
Kingston On Thames, Surrey KT1 1SU 
Tel (081) 974 - 8868 

(Opening Sept: ' 18 **'!) 






UNIVERSAL SUPER 

ADAPTOR 

Plays all US/Jap games on 
UK Machine 

£9.99 


POST & PACKING 


MEGADRIVE II 

INCLUDES SONIC 2 + 2 
JOYPADS 

£119.99 

MEGADRIVE 

INCLUDES SONIC + 1 
JOYPAD 


MAIL ORDER HOTLINE 
( 0372 ) 744465 


AVAILABLE 


SOON 


PLEASE ADD £1.00 
FOR GAMES FOR 


SUPER NES 


ALIEN 3.44.99 

ART OF FIGHTING.CALL 

ASTERIX.49.99 

ALIEN V PREDATOR.CALL 

B.O.B.39.99 

BATMAN RETURNS.44.99 

BUSTER BUSTS LOOSE.44.99 

BUBSY.44.99 

BULLS V BLAZERS.44.99 

BAHLE TOADS.49.99 

CYBERNATOR.42.99 

DESERT STRIKE.42.99 

EXHAUST HEAT II.CALL 

FINAL FIGHT II.44.99 

FATAL FURY.44.99 

FORTRESS OF FURY..CALL 

GODS.29.99 


FOR SEGA 6 SUPER NINTENDO TITLES 
Part Exchange your 
old titles or cash now ! 


US SUPER 
NINTENDO 

With 1 Joypad 

£119.99 


STRIKER 


JURASSIC PARK.CALL 

KING ARTHUR'S WORLD.42.99 


MAMO COLLECnOM 

LOST VIKINGS.44.99 

MICKEY MOUSE.44.99 

MORTAL KOMBAT^ - 54,99 

MECH WARRIOR.44.99 

MARIO COLLECTION.CALL 

MONSTERS.:.CALL 

MARIO CART.37.99 

NIGEL MANSELL.CALL 

OUTLANDER.29.99 

POCKY & ROCKY.49.99 

POWER MONGER.42.99 

POP N TWIN BEE.44.99 

PUGSLEY'S SCAVENGER HUNT ...44.99 

ROYAL RUMBLE.54.99 

SUPER TURRICAN.44.99 

SHADOW RUN.49.99 

SUPER BOMBERMAN.CALL 


STREET COMBAT.44.99 

SUPER TETRIS .CALL 

STARWING.46.99 

STAR WARS.44.99 

SONIC BLASTMAN.44.99 

SUPER FAMILY TENNIS.CALL 

SPIDERMAN/X-MEN.19.99 

STREETFIGHTER II TURBO.CALL 

STRIKER.42.99 

SUPER JAMES POND.37.99 

TERMINATOR.29.99 

TAZAAANIA.42.99 

TECMO NBA BASKETBALL.44.99 

TUFFENUFF.49.99 

TRODDLERS.44.99 

WORLD HEROES.CALL 

WCW SUPER BRAWL.CALL 

YOSHI'S COOKIES.39.99 

MEGADRIVE 

BUBSY. 34.99 

COOL SPOT.39.99 

FLASHBACK . .39.99 

FATAL FURY.42.99 

F1 RACING - ;.34.99 

JUNGLE STRIKE.39.99 

JURASSIC PARK.39.99 

MICRO AMCHINES.29.99 


WANTED 


CASH PAID 


ACCESSORIES 


MAIL ORDER HOTLINE 
( 081 ) 974-8868 


ORDER COUPON 


Name: _ 
Address: 


MAIL ORDER HOTLINE 
( 081 ) 643-9500 


MIG 29. 

.34.99 

MORTAL KOMBAT - 

>++++44+99 

PGA II... 

.24.99 

ROAD RASH II. 

.34.99 

RANGER X. 

.34.99 

SHINOBI III. 

.34.99 

STREETS OF RAGE II. 

.39.99 

SUPER KICK OFF. 

.39.99 

SHINING FORCE. 

.44.99 

TINY TOONS. 

.34.99 

TURTLES . 

.39.99 


SUPER JO JO PAD. 

4 PLAYER MULTI TAP.... 

SN PRO PAD. 

TOP FIGHTER JOYSTICK 
SUPER ADVANTAGE STICK. 
STANDARD US PAD 
SUPER CON 2 PAD 


39 


99 


29 


99 


14 


99 


54 


99 


44 


99 


16 


99 


12 


99 


Access 



RING 

FOR 


1ST CLASS 
RECORDED DELIVERY 
CONSOLES ADD 
£4.00 


Tel:_ 

Visa/Access No 


□□□□□□□□□□□□□□□□ Exp Date: 

Cost: 


/ 




















































































































TO WIN OCEAN'S CHRISTMAS COLLECTION, ANSWER THESE 10 QUESTIONS 




P ick up a pen and get scribbling, game fans - Ocean 
have gone Xmas mad! This is your chance to win 
Ocean's entire line-up of Chrimbo game releases. 
There's one prize for a lucky Super NES owner, one for a 
Game Boy Owner and one for an NES owner. 
That means three sets of, er, literally lots 
, of games. Each winner will also receive 

a mystery goodie bag full of top 
Ocean swag. Send your entries 
(stating which machine you own) 
to: OCEAN CHRISTMAS, TOTAL, 
Future Publishing, 30 Monmouth 
Street, Bath, Avon BA1 2BW. 





No employees of Future Publishing or Ocean Software or their relatives 
may enter, which is fair enough. Closing date for all entries is 
December 1, 1993. The editor's decision is final and no correspondence 
will be entered into. (That means that if you write to us complaining 
that you didn't win we'll sling your letter straight in the bin.) 


cofiKviriTiolu 




Ocean recently celebrated their birthday. How old 
were they? 


Name any Ocean game in which the hero is an 
animal rather than a human. 


Name a soul singer called Billy who has the 
surname Ocean. 


Name the ocean that separates Britain from the 
United States Of America. 


Name the ocean that separates India from south¬ 
east Asia. 


Where would you find the famous Sea Of 
Tranquility? 


What kind of creature is Moby Dick, from the 
famous book of the same name? 


8 


Which two oceans are linked by the Panama 
Canal? 


Which stretch of water with a big Scottish monster 
in it is the deepest freshwater lake in Europe? 


10 


Tell us in 10 words or less why we should give 
you the Ocean swag. 
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True arcade action. You’ll find that the only thing missing from our new Super Advantage is the coin slot. 
Okay, so we added an extra long cord. Still, it's about as close to an authentic arcade joystick as you can 
get, anywhere. The layout’s familiar, and the construction’s tough enough to handle the most challenging 
street fight or the ultimate battle for the universe. If you prefer control pads to joysticks, you'll love the 
asciiPad [also pictured]. Either way, our controllers have a few features you won’t find in the arcades— 
state of the art effects designed specifically for today’s coolest games. Special effects like Turbo Fire, Auto 
Turbo—even Slow Motion. The Super Advantage and asciiPad, for the Super NES. ITS HOW TO WIN. 



(^Ninfendd^ 


The asciiPad. 
Small size. Big punch. 


J (Nintendo} ^ 


ASCII WARE 


TM 


©1993 ASCII Entertainment Software, Inc. P.O. Box 6639, San Mateo, CA 94403 USA. ASCIIWARE and asciiPad are trademarks of ASCII Entertainment Software, Inc. 
All rights reserved. Nintendo, Super Nintendo Entertainment System, Super Advantage, and the official seals are registered trademarks of Nintendo. 













Experience the excitement 
of the most prestigious 
competitions- whether on grass, 
clay, hard or indoor courts, 
in singles or doubles, with one 
or two players. 

Available 
October 
1993 


Super shots. Super passes. 
Super sharp graphics all 
add up to the most 
exciting, realistic 
football game yet to 
be released 
on the Super 
Nintendo. 

Available now 
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TRUE 

GOLF 






Whether you're an armchair 
golfer or true fanatic, experience 
3-D golf simulation that lets you 
play the world's greatest 
courses under super 
realistic conditions. 

Available now 


iw*- ^ 


Play an entire NBA season 
starting from the pre season 
games up to NBA final. Select 
from one of the 27 official 
NBA teams and enjoy the 
fast paced action and 
excitement. TgQ^_ 

Available now 


BAN 

DAI 


Bandai UK 

Hedge End, Southampton. S03 4TX 


















PROJECT REALITY 


By 1995 you 
could have a 
virtual reality 
headset like 
this in your 
own home. 



ADJUSTABLE 
HEAD STRAP 


Q-SOUND- 
COMPATIBLE 
STEREO HEAD¬ 
PHONES 


STEREOSCOPIC CLOSE-MOUNTED GRAVITY-SWITCH MOTION 

ACTIVE MATRIX 2.5-INCH COLOUR SENSOR WITH ULTRASONIC- 

LCD MONITORS FIELD DETECTORS 


REAL niliyTEIUDO POWER 

So, how fast and groovy will this new 
Nintendo system be? Check out these incred¬ 
ible specifications and start drooling. 

CPU; 100 MHz MIPS R4000 64-bit RISC 
GRAPHICS: 24-bit colour 
COLOURS: 16 million on screen at once 
3D CAPABILITIES: 26,000 triangles per sec 

So what does all that mean? It means it's 
much faster than the fastest 586 PC and faster 
than any arcade machine. These specifications 
may change by the time the machine is 
launched, but they're unlikely to be down¬ 
graded. 


LIQUID-CRYSTAL DISPLAY 
SHOWING DATA TRANSFER 


'ACCESS' AND 'READY' 
LIGHTS SHOWING CD STATUS 


Our artist's impression of 
what Nintendo's new 
machine wiii iook iike. 



ON/OFF SWITCH 


RESET BUTTON 


FOUR JOYPAD PORTS 


Nintendo recently 
announced the develop¬ 
ment of a brand-new 64-bit 
game system. This machine 
will appear first in arcades 
and should be in homes by 
1995. In an industry usually 
blase about new products, 
the news from Nintendo 
still managed to knock 
four dollars from the price 
of rival company BDO's 
shares. We take a look into 
Nintendo's future. 


H ands up everyone who got upset when 
we told you about Nintendo's decision 
to shelve their plans for a Super NES CD 
unit (TOTAL 21). Cripes! All of you! To be honest, 
it was a shock to us as well. Nintendo dropped 
the idea after watching the progress 
of the various CD machines on 
the market: the Mega CD had ^ chip is 
proved unpopular and expen- V fast ^ 
sive, while both CDTV and CDi^^^ 
had failed to find a market. So how 
are Nintendo planning to keep up with 
the demand for new technology? By leapfrogging 
the competition and announcing a quantum jump 
in system architecture. Welcome to 'Project Reality' 
(Nintendo's working title for the new system). 

By joining forces with a company called Silicon 
Graphics, Nintendo now have access to the most 


'»«er ,h.„ ^ 

Nintendo!'' 


advanced graphics technology available. Let's put 
this in perspective. The following movies would 
not have been possible without Silicon Graphics' 
computer equipment: Jurassic Park, Terminator 2, 
Death Becomes Her, and Beauty And The Beast. 

^ _ Each of these films featured SG's revolu- 

tionary graphics techniques. 
Graphics^*\ what have Nintendo actu- 

^00 times \ ally bought? Well, the main 
he Super ) involved the 

right to use a new microchip 
called the MIPS R4000, which runs 
at a blistering 100 MHz. How fast is that? Well, 
put it this way, the Super NES runs at around 4 
MHz. Using some tricky mathematics and a bit of 
artistic licence, our top technical geezers reckon 
that this new chip is almost exactly 200 times faster 
than a Super NES. In other words, it's fast! 


SILICOni GRAPHICS 




TOTAL! ■ ISSUE TWENTY-THREE ■ NOVEMBER 1993 


































Every one of these objects rotates in fully 
rendered real-time 3D. Incredibly fast. 


Fitting all this stuff in 
a console will take 
some doing. 


The BBC's Six O'clock News is set in a 
'virtual studio' produced on a Silicon 
Graphics Indigo workstation. 


This page turn is typical of the 3D effects produced 
by Silicon Graphics software. 


morphing 
seen in T2 
was 

produced 
using a 
Silicon 
Graphics 
workstation. 
Better than 
Mega CD? 


SGI workstations are fast becoming the sensible alternative to 
Macintosh and PC technology - faster, cheaper, better. 








mmmmm 






As if that wasn't enough, the Silicon Graphics 
systems are capable of some spectacular feats, 
including morphing, the technique used in T2 to 
make the T1000 look like liquid metal. Their 3D 
capabilities are unmatched: did you know, for 
example, that the BBC Six O'clock News takes place 
In a 'virtual studio' created on an SG workstation? 

It's unclear at the moment what the final spec¬ 
ifications of the Nintendo system will be, but a 
Silicon Graphics source claims that the Nintendo 
machine will fall somewhere between the Indy 
and Indigo systems, both incredibly powerful work¬ 
stations. The final system will appear in arcades, 
possibly as a virtual reality coin-op, sometime in 
1994. After that, Nintendo will begin work on a 
home version, due for release in 1995, and are 
currently looking into the possibility of virtual 
reality headsets for the system. 


I 


All this is not just rumour. Nintendo have actu¬ 
ally got as far as pricing the unit. It's expected to 
cost somewhere in the region of $250 when it 
arrives in the shops. This should translate to a UK 
price of around £200, but we'll just have to wait 
and see about that. 

Some people think that Nintendo 
are doing too little, too late, but 
the announcement of Project 
Reality has obviously got their 
competitors worried. Is this 
simply a confidence issue? Are 
Nintendo trying to win back some of 
the business they've lost to Sega? Of course they 
are, but if the system matches the specifications 
Nintendo are already talking about, Sega really 
will be up the creek. Their next-generation 
machine, Saturn, is a 32-bit console - fairly 


powerful, but nowhere near as fast as the Silicon 
Graphics hardware. As far as 3D graphics, anima¬ 
tion and speed are concerned. Project Reality will 
have limitless capabilities. 

There are two big problems facing the system, 
though. One is storage. To take 
advantage of this kind of power, 
games will need a huge amount 
of graphics data. This would 
rap»'‘f.!rv require huge amounts of RAM to 
store it in, but RAM is expensive, so 
CD-ROM would seem the logical option. 



However, Nintendo are saying nothing. The second 
problem is price. Nintendo have some hefty hurdles 
to overcome if they want to release this thing at a 
sensible price. But if they can, this may 
really be the future of home entertain¬ 
ment. Virtual Mario, anyone? 


Ti 
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This fishing game can win you valuable 
rupees with which to buy bombs. 

E Cet ready for 

another spiffing 
Zeida adventure as 
Link makes his 
Game Boy debut! 

L ink, after defeating the mighty Ganon, 
has left the land of Hyrule. Seeking 
enlightenment, he travels the ocean on a 
sturdy ship. After being shipwrecked by a violent 
storm, he is washed up, unconscious, on the beach 
of Kolohint Island. A girl takes him into her house 
and tends his wounds. When he awakes, the girl 


jg is the object of your quest 
That would be telling. 


Link recovers the first of the musical instru 
ments that will save his life. 


From Nintendo 


piayer) 


Price £25 


This critter's 
from Super NES 
Zeida, but here 
it's smaller and 
easier to kill. 


Sometimes things 
look harmless until 
you try moving 
them around or 
shooting them. 


This thing revolves 
around the block 
and can't be 
killed. It's easy to 
avoid, though. 


These cracks in the 
floor can be fatal. 
Don't stand here 
too long or you'll 
fall through. 


This bloke is 
indestructible. 

You have to knock 
him down the 
hole or he keeps 
coming back. 


The bats attack 
you if you get too 
close to them, so 
start swinging 
your sword. 


These statues are 
similar to the ones 
in Super NES 
Zeida, but they're 
not as bad. 


You have to kill 
this thing before 
the door opens so 
you can enter the 
next room. 
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The fairy tops up your energy levels when 
you're running low. 


These platform sections usually involve 
some kind of puzzle element. 


Link can use this pot as a weapon, or to 
reveal hidden treasure. 



The acorn reduces by half the damage you 
take from baddies. 


> 

(8 

7 


Looks ■■■■■■ V ■ ■ 


The bottom line 


• Brilliantly designed characters, and the 
backdrops look just like the SNES version's! 

Sounds ■■■■■■■■■■ 

• Catchy and atmospheric tunes are backed 
up by beefy sound effects 

Gameplay ■■■■■■■■■■ 


"Unbelievably close in terms of 
both graphics and sound to the 
awesome Super NES version, 
but with a compietely different 
plot. At a mere £25, this is a 
bargain not to be missed!" 


0 ! 


N 


• Engrossing, addictive and challenging. 
Easy to get into, impossible to put down 

Lifespan ■■■■■■■■ 

* A massive challenge awaits the intrepid 
explorer. A huge world and a huge quest 


■ Levels .... One huge one 


■ Difficulty . Hard 

■ Continues . Battery 


■ Release date lUovember 




j 



and magic abilities, and 
certain areas are only 

) accessible by using a 
special object. 

The beauty of 
Zelda is that it's like an 
^”"**"***^^ elaborate tapestry which reveals 
itself as you progress. The harder you look, the 
more there is to find. It looks and sounds amazing 
and the gameplay gets more engrossing the more 
you play. The balance between arcade 
action, puzzle-solving and straight¬ 
forward adventure is perfect. 
Zelda is simply the best hand¬ 
held title available. Consider this: 
for the price of a good Super 
NES game you could buy a Game Boy 
and a copy of Zelda. Do it. FRANK | # 


explains that he is trapped on 1 
island. No one has ever left, at 
least not since the Wind Fish / 
was trapped in a giant egg... ( 

And that's just the begin- \ 
ning of the plot of Zelda IV. As 
you explore the island, trying to piece ^ 

together a huge and incredibly complex puzzle, 
the plot thickens and gets even weirder. 

The game itself is an action- 

based RPG, very _ 

similar to Zelda III 
on the Super 
NES. You view ' 

Link and the 
island from above and 
have to slash baddies, jump 
holes and solve riddles. You can pick up weapons 


4 QUESTS 

Superb graphics, great sound and 
a hugely involving adventure. The 
best Game Boy game yet! 


^ VESTS f ^ 

The small playing area makes 
things rather claustrophobic. It's a 
bit too easy in places 


Bow Wow is not as weak as this girl makes 
out. He is in fact a death-dealing psycho who 
kills and eats everything in his path. You 
need his help more than he needs yours. 


Throughout the world of Zelda you'll encounter obstacles. You can make these work to 
your advantage, but you have to know what to do with them. Remember, in Zelda 
things are rarely what they seem. 


Game Boy Zelda is just fantastic! The 
graphics are great, the sound is 
probably the best I've heard on the 
Game Boy and the gameplay is 
astounding. The puzzles are tricky 
but not impossible, the arcade 
sections are good and the adventure 
story is huge. I love it! 


"A classic 
b niintendo 
h game. It's 
IK brilliant!" 


Cracked floors 
open beneath 
you if you 
stand on them 
for too long. 


I've opened 
around 70 of 
these but I've 
yet to find 
anything. 


Blocks can be 
pushed, to trap 
enemies or 
open certain 
doors. 


Light lamps in 
a certain order 
to open doors 
and reveal 
other secrets. 


You can jump 
over holes 
when you've 
found the 
magic feather. 
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Pinball Dreams 


For Game Boy (1 player) 


From Gametek 


Price £25 


TOTAL'S resident pinbaii wizard, James Beaven, finds that a chiidhood misspent 
hanging around sieazy pinbaii arcades is no use whatsoever in Pinbaii Dreams. 


TYirning the tables 


This is a pinball table. Pinball is a brill 
game. This, on the other hand, isn't. 

O ne of the earliest forms of electronic 
entertainment was the pinball machine. 
Despite the advent of computers, there's 
still a table in nearly every arcade and pub you 
go in, with a gang of spotty adolescents feeding 
their 50p coins into it. Well, with modern tech- 


This is the bottom of the pinball table. It's a 
bit dull down here, really. 


can be. Although it's only got one table. It's 
so packed with features that you can play It 
for hours. Pinball Dreams suffers very badly 
I In comparison. 'Gator is still the r ~T~i 
I only Game Boy pinball cart worth H M 
considering. JAMES I_lO 


nology, you can now play hand-held 
pinball in the comfort of your 
own home. 

One of the great things 
about pinball is the flashing 
lights and the sounds the 
table makes whenever you 
do anything spectacular. 
Sadly, Pinball Dreams lacks 
both these qualities. 

In fact, this game is lacking in 
all departments. It scrolls too fast and 
the whole screen is a blur most of the time. You'll 
constantly be wondering where the ball is - when 
you think it's at the top of the screen, you can bet 
that it's actually at the bottom, laughing at you on 
its way out. There are a miserly three 
screens to choose from and 
won't get any enjoyment from 
any of them. 

Pinball Is actually an ideal 
hand-held game. If you've j 
played Revenge Of The 'Gator I 
you'll know how much fun It 


A brief amateur's guide to the game of 'pinball', as played in Pinball Dreams. 



The slope: the part of the table 
that leads to loads of points. 

The block: this wall stops any 
ball dead in its tracks. 


The bumper: gives you a massive 
score when repeatc 



Lights: well, all they do is light 
up. Bit boring, really. 


Grenades: blow up in your face 
when you run over them. 


Sorry about that last one. It's 
totally untrue, actually. I'm 
feeling a bit poorly, you know. 


I : Looks ' ■ ■ 

, * The tables are nice enough but they're a 
i blur most of the time, so what's the point? 

i ... 

I Sounds ■ ■ ■ ■ 

I • Not what you would describe as realistic 
i pinball noises 

Gameplay ■ 

* The tables become very boring very 
quickly. Nothing actually happens 

•^Lifespan ■ ■ 

• With only three different tables, the 

I scope for long-term enjoyment is limited 

The bottom line 

"If it's Game Boy pinball you've 
got a yen for, don't even think of 
buying Pinball Dreams while you 
can still get hold of Revenge Of 
The 'Gator - this is vastly inferior" 

B Levels . 3 tables 

B Difficulty .IVIeclium 

B Continues . IMone 

B Release date . Out now 
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GAME 


ARCADE 

THE IDEAL CONTROL 
CENTRE FOR ALL 
NINTENDO AND SEGA 
CONSOLE SYSTEMS. 






*ORAN0lSSiU« 


CARRY CASES: 

FOR ALL CONiOtfE""^ 
.SYSTEMS RLtiSQ^MEB 
^ AND GAMEGEAR 


,r.“:s:rrr. 


Oft Wit**' 


•peo GAMt 


GAMESTER IS THE RANGE OF VIDEO 
GAME ACCESSORIES. / 

NOW AVAILABLE IN ALL GOOD RETAIL STORES 


SE, 75 RAILWAY STRl^ET, 
ORD,HERTS\SG141RD 
t-EttPHONE:^992 503133 KaX: 0992 50306f 


ONEMAS 






















You'll spend most of the time in Jurassic Park fleeing from dinosaurs. Some you win, 


'So T Rex takes the gold and 
Little Man loses a life. He'll be 
disappointed with that.' 


Gulp! 'And it's all over for 
Little Man. What a way to go 
gobbled in his prime.' 


'Little Man seems to have got 
off to a bad start and T Rex is 
bearing down on him.' 


'And you join us for the 100- 
metre sprint, where it's Little 
Man versus T Rex.' 


ters with pointy 
This lot are aboi 
™e... Yikes! 


From Ocean 


For Game Boy (1 player) 


ally best to avoid 
walking too close a 
to the foliage or m 
you risk being 
summarily jumped V 
on by a hungry 1 
prehistoric predator). 




M 

1 





























































Grant is about to get his head stomped on 
yet again as he fails to get through this 
ridiculous Triceratops stampede. 

there are a few control drawbacks, such as not 
being able to fire when on stairwells, and limited 
control on the bonus levels. Sound Is adequate, 
with several tunes from the movie and some 
decent effects. 

Jurassic Park is too irritating to really satisfy. 
Although the gameplay does get more involving as 
you progress, you spend too much time aimlessly 
wandering about, wondering what to do next, 
and there are so many dinosaurs that you can't 
move without tripping over the things. |h|||||h 
A fter my 40th decapitation by a T Rex, I ■ ■ 
was ready to call it a day. JAMES ■ ® 


Here, we have some fences, some boulders, 
some eggs and some dinosaurs. Oh, and 
look, a bazooka. That's handy. 

are also bonus stages, but most of them are pretty 
poor - one has you dodging a Triceratops stam¬ 
pede in a shoddy sub-game that could have been 
written 15 years ago. Basically, Jurassic Park works 
best as a scrolling collect 'em up. 

Visually, the game has plenty to 

I mpress, with smooth-scrolling 
scenery and lots of scuttling 
dinosaurs. The Tyrannosaurus Rex 
Is particularly impressive - It must 
be the biggest sprite ever seen on 
the Game Boy. Your character is 
easonably well animated, although 


Row your boat gently down this stream 
and get in some much>needed exercise - 
but watch out for the Nessie lookaiike. 


There are dinosaurs all over the place, as you'd 
expect, including little 'uns, big 'uns and really big 
'uns (I can't be bothered with those fancy names). 

Gimmicks include 'mystery boxes', which are 
scattered around the Island and either hold ^ 
power-ups or, er, kill you, a choice of 
gun magazines offering different 
levels of fire power, and computers 
from which you can find out your 
position and get information. There 


The bottom line 

"This pushes the Game Boy to 
its limits - the game area is 
huge and the graphics are 
generally impressive - but after 
a while you'll probably just 
find it annoying" 


• Top-notch. Well-animated dinosaurs and 
some nice story screens 


* A variety of tunes from the movie, and 
some decent shooting and spitting sounds 


* Gets better as you progress, but it's still 
too frustrating to be really fun 


This is one of the computers you'll find 
scattered around the island. They tell you 
what's happening and open doors if you 
have the right cards. 


* There are lots of tough bits so it should 
last a long time - if you can be bothered 
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For Game Boy (*l player) From 

Jim Beaven meets 
some Meanderthals 
[^33 and marvels at 
IgHH their wit and 

sophistication. | 


hi —8 / Oi, get your foot off me head! 

JI over there! 

If this was the way it really happened 
I'm surprised the human race got as far r —^ 
as it did. Act like a rational human being h u] 
and don't buy this game. JAMES _|Cj 


Although this may 

puzzles, though. 

Working out where to place the little human 
characters and how to use the items that you come 
across is quite fun, but the overall game is just so 
slow and wearisome that you don't feel that you 
want to carry on. After taking ages to finish one 
_ level it hardly seems worth doing it 

^ ^ another nice little static screen. 

brutally honest, they're 

consist of determining 
where to put people and 
how far to throw some- 
thing, if this was all done 
a little faster then the 
game may have been more playable, but as It 
stands it's just a laborious and unsuccessful attempt 
at a Lemmings-like puzzler. 


D id rescuing those stupid Lemmings 

prove too much for you? Well, now jSSfi 
you can try to aid some infinitely MS 
more stupid creatures - the human race. At 
the start of Humans they're just a meandering 
bunch of useless idiots. (Hmm, you haven't evolved 
much, then - FRANK.) You have to play God and 
help them to make loads of useful discoveries and 
become civilised. In theory. 


Jurassic Park gets every- ^ 
where. Here, er, Alan 
Grant tackles a dinosaur. 


The world was just one big platform puzzle game. 




Hang on a mo, that little guy is going to try 
and get past that dinosaur. This I gotta see. 




• The static screens are really well done but 
the game itself is very plain and ordinary 


• Nothing impressive here. The Game Boy 
could have done a lot better than this 


Gameplay ■■■■■■ 

• As with most puzzle games there is a 
hook, but the speed is very off-putting 


Lifespan ■ B ■ ■ 

• You'll play a few levels but they'll take so 
long you won't want to play more 


The bottom line 

"Wandering about at a snail's 
pace doing nothing much is not 
what most of us want from a 
game. Humans comes from puzzle- 
game hell - leave it there" 


B Difficulty 




[W 

r| 
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nilGEL 


For Game Boy (1 player) 



Honaco 
Grand Prix 


Local; ion; 

Carlo 

S Lap& 
ojF 

2-07 ini lesi 


Trackr Dry 
Rains SOX 


Lap recC Prost_ 

88-23S mpK 
Very t igrlat; bends 


Look, a map of Monaco. 
But where are the pubs? 


From Gremlin 


Price £Z6 



Frank is distraught 
when he discovers 
that he can't grow a 
moustache as 
luxuriant as Nigel's. 


W hat a pity old Nige gave up proper 
racing to go and bash up cars in the 
backwaters of America. I mean, 
which other sportsman could you take the mickey 































be done, or maybe five minutes of plat¬ 
form-jumping. And just where is Nigel's 
moustache, eh? FRANK 


Hmm, which way next? If you look very 
closely, you might just be able to 
work it out. 


, , i tracks 

ots of options on Wl 

' ™«e, and you cai 

yourcarabi/rJe"; 

nice, too 


customise ) great but it does the job - 
phics ^ unlike the other cars, which are 
excellently done. The sound is a bit 
of a letdown, but then that's the case in 
almost every other racing game. 

So there's lots to do and everything, but it does 
all get a tad monotonous 
I after a bit. There's 

after a while. The ^ only a certain 

I.«,i hut vou'd rather I amount of clunk- 
ayer ^ 

^ ing around a track 
you can do before you 
wish there was some shooting to 


Option 


Here's America, land of the free and all that, laid out in front of you. 


Just a small selection of the gritty racers you'll be 
tangling with on your way across America. 


much variety m tne 

oTice cars'tactics are 

ossly unfair 


Uligel Mansell 


• Reasonable scrolling, with some fairly 
detailed backgrounds and roadside stuff 


* Incessant growly engine sound and a few 
pings. Still, it's the best they could do 


* Quite simple. The more you practise, the 
better you get. It's up to you, really 


• The Grand Prix has passwords but it's still 
lengthy. Months' play rather than weeks' 


The bottom line 

'Very well done in terms of both 
graphics and gameplay, but 
ultimately pretty boring and 
repetitive. Perhaps too 
reaiistic to be fun" 


■ Difficulty .... Selectable 


money, you can test 
yourself against 
better drivers. 

if you hit 
many 

you'll lose speed, fail 

to finish in the top three, get no prize money and 
fluff up your chances of winning your division. 
The fourth division (the first one you play) is a 
breeze but the third one is harder and by the time 
you get to the second division it's tough just 
getting enough cash to stay in the game. 

Lamborghini is astonishingly simple but great 
fun. The league system and the auto shops where 
you can buy add-ons for your car add just enough 
strategy to the game to give it long-term playa¬ 
bility. The whole thing adds up to one of |H|h 
the best driving games you can get for ■ ■ 
your Game Boy. CHRIS ■ # 


The bottom line 

"A simple and unoriginal 
driving game which also 
happens to be very playable. 
It's fast, it feels good and the 
league set-up stops the game 
getting boring. Lovely stuff!" 


• The road's boring but the backdrops are 
nice, as are the info screens 


* The squeaky engine noise does grate a bit 
but the music's okay 


• Basic driving fare, but very well done. 
Pretty exciting, too 


■ Difficulty 


* Tough to beat on the higher levels but 
passwords make it possible 
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Our brave biscuit 
battier, Chris Buxton, 
boidly enters the 
cookie factory. 



It must be said that graphical variety is not 
the spice of Yoshi's Cookies, in fact. I'm not 
even going to talk about the screenshots... 



For Game Boy (1-2 piayers) From Nintendo Price £25 



... Om, oh, bugger, what can 
I talk about, then? Erm, let 


me see... 



1-1 

m 

re — 

re— 

S rri i i ■ 


... So, then, nice weather 
we're having, eh? (Ifs 
raining - FRANK.) Damn! 



God, I’m not very good 



Y OU must know who Yoshi is 
by now, so I won't bother 
introducing him. Suffice it 
to say that he's a friend of Mario and 
Luigi and star of every puzzle game 
Nintendo decide to release. Well, It 
seems that Nintendo have decided that 
it's been far too long since he was last In a 


game (ooooh, at least three months), 
so they've created yet another 
puzzle game for him, of the kind 
they seem to throw out every 
other month or so. 

So, what's the deal with this 
one? Well, the closest comparison 
I can think of Is Rubik's Cube. The 



easy game tog* 

rxto. The scenery 
looks nice 


friendliest thing about tn.s gan- - ” 
that you can choose to tackle the e 

uoh. it’s the easiest to get through 
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idea is to shift lines of cookies about, and getting 
a full line of identical cookies (you guessed it) 
makes the line disappear. Cookies come on screen 
from above and from the right, 
forming a cube, so you have 
to remove vertical and hori¬ 
zontal lines at the same 
rate, or risk filling up the 
screen. There are five 
different shapes of cookie, 
plus the Yoshi cookie, which is 
like a Joker in a pack of cards so it 
can be used to complete a line. And that's it. 

It's a fairly simple idea, and it's quite fun to 
play for an hour or so, but it's just another puzzle 
game, really. The best puzzle games are simple, 
so this one succeeds there, but unlike Tetris it just 


... In fact, I'm just a huge failure at life. I 
can't go on. Where's the window? I'll Just 
have to end it all... 



... (Don't do ft Chris! If you think you're a 
failure, just look at Jim, Now, there's 
someone with problems - FRANK).,, 


SCORt 

HIGH 


ooizseo 



... You're right, Frank. If I were a boorish, 
unsophisticated Neanderthal like Jim, I'd 
have to do the decent thing and top myself. 


gets boring after a while. Tetris is still 
the best puzzle game in the world. This 
doesn't come close. CHRIS 



's Cookie 


Looks 


• It's a puzzle game, so who cares about 
the graphics? Not bad for a puzzler, I guess 


Sounds 


m^wm'wwtw 


• Fairly cute little soundtrack and some 
decent Tetris-like sound effects 

Gameplay ■' V ii 

• Very simple and quite playable, with a 
decent amount of strategy involved 

Lifespan ■ ■ ■ V ^ ^ 

• I can't really see you wanting to play this 
for hours on end. It's pretty dull 

The bottom line 

"As far as puzzle games go, this is 
a fairly decent one. It's nice and 
simple, but it's hardly in the same 
addictiveness league as Tetris" 


■ Levels . Loads 

■ Difficulty . Easy 

■ Continues . lUone 

■ Release date . Out now 


Final sc« 




% 



There are loads of hidden Your inventor matey has If you get into the shop, 

^ passages to find. some neat devices for you. buy some continues first. 

It's a real pity that this game has ruin everything - and there's nothing here that 
no real challenge, because every- wasn't in the first Duck Tales game, 

thing else in it is up to Capcom's All this game needs is a few new ideas, possibly 

usual high standards. The graphics a few more (and different) levels, and just a little 

are nice and there's a cute Disney- bit of challenge. But as with most sequels HhIm 

esque tune, but the simplistic game these days, it's all about the name, rather 

structure and the lack of originality than the game. CHRIS 


If you're fed up, find Launch 
pad and he'll fly you home. 


part of the game that requires any 
brainwork. It's extremely easy. I realise ^^■||| 
people will argue that games like this are 
aimed at younger children, but does that mean 
that kids are crap at games? I don't think so. 


The bottom line 

"This is a nice, piayabie 
platformer, but it's too faithful 
to the original and too f lippin' 
easy as well. Start taking a few 
risks, please, lads. This won't 
do at all" 


• The scenery's pretty, but there's nothing 
particularly remarkable here 


• The tunes bop along nicely, but we're not 
exactly stretching the limits here, are we? 


• Very easy to get into, but that's because 
you can only run, jump or pogo 


* Most gamers will walk it, and even 
novice players will finish it fairly easily 
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You have to go into this building in order to open the gates. It's not 
as simple as it sounds, though, cos the place is full of opportunities 
to experience death by rampant dino. 

For NES (1 player) From Ocean Price £40 

^ ^ Frank puts on his pith heimet, straps on a big 
1^ I gun and heads of into the murky madness of 
y 1 Jurassic Park. Shame he stiil thinks DlUA is some 
f _1 kind of techno-rave band. 


It'S the gate! Beyond here lies the really dangerous part of Jurassic 
Park. You'd better pick up that ammo belt over there on the right or 
you'll run out of bullets. 


dilpha 


It's a diloph... er, 
g dinosaur with a bad attitude 

scarf. 


Jurassic Frank finds himself 
trapped in a building. He 
promptly wees himself. 

rocket-launcher, which can be upgraded at a later 

_ stage to something more deadly. 

^ Your ammunition is limited but 

* there seems to be plenty of the 

„ ] stuff lying around on the 

7 floor. Most dinosaurs take 
►\bV‘^ y several shots before they even 
think about dying, and bigger 
dinosaurs require bigger weaponry, 
so keep an eye out for stray fire power. 
A great deal of the action takes place in the 
hostile island environment. Dinosaurs hide in trees. 


IIV-CIH-C. VVUMUCI lUI, 1311 L I 1. : IL 3 . , • „* 

Logging on to the CPU gives 

technological advances like this , , .. 

^ you useful options, 

that made Jurassic Park on the - , . -- u 

including a gate switch. 

NES possible. 

The object of the game is slightly different to 
the plot of the film. All the elements are there - 
the dinosaur eggs, the computer termi- ^^ 01 ^ 
nals and, of course, the dinosaurs - 
but you have to complete a ^ O*’ 

totally different adventure to / ^ 

the one seen in the movie. 

Basically, you have to I ^ 

collect eggs, open doors and ^ cX®'*® 

helpless victims from the 

marauding dinos. 
k You're armed initially with a 


Most dinosaurs take 


several shots to kill, 
e to be sparing with ammunition, 
so it's best to avoid the things. 


save 


The computer above you is the source of 
much useful information, but you need an 
access card to, er, access it. 
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So this is Jurassic Park, then. What do you have to do? And in what order? Well, you could try performing some of the tasks listed 
below. Or you could just go home and make yourself a nice cup of hot cocoa and have an early night instead. 


Or you could check out all 
these mystery boxes to see 
what you can turn up. 


You could start off by trying 
to open the park gates, but 
you'll need the computer. 


You could always try to save 
one of the kids from the 
dinosaur stampede. 


If it wasn't for that dinosaur, 
you could collect all the eggs 
and escape. 


h: 



bullets left! 


Now you're stuck. And all 
because of one lousy egg. Why 
do you bother? 


You've got no 
Run away from that nasty 
dinosaur or he'll eat you! 


lurk behind rocks and constantly \ 
chase after you. Although you some- N 
times have to enter buildings in order to 


' exploring combine to produce a game 
that feels good. 

There are a couple of minor niggles 



Hooray! You've finally got the gate open. 
Now you can get killed by all kinds of 


horrible dinosaurs. Great. 

gamesplayer or a fan of the movie (or 
both), it's unlikely that you'll be disap¬ 
pointed with this game. FRANK 



find essential eggs and passes, the gameplay that should be pointed out, though. For example. 



remains basically the same. There are bonus and 

boss stages, but it's mostly shooting _ 

and collecting. ^ 

The graphics, to be ^ r |/| 

perfectly honest, are nothing | ^ Sic 

special, but they're all fairly y ® 
solid and attractive. The music is 
beefy and exciting and the sound PO|> 

effects are pretty fab as well. But by 
far the most important thing is that the 
gameplay is enjoyable and very, very addictive. 
The classic game elements of blasting and 


when you die and continue, the restart points can 
be very annoying. You know where everything 
'***'*»»N^ is, but you have to go around and do 
it all over again. Like I said, most 
[Ofif |)| irritating. Also, some of the sprite 

^ P/aces \ collision is a teeny bit suspect, 
ar© 1 I especially where your own 
concerned. 

Ss Jurassic Park won't win too 

many awards for originality, but 
it's still one of the best film licences 
Ocean have ever produced. Whether you're a 


* Colourful, detailed and, for the most part, 
glitch-free. A nice-looking game 


• You can't do too much with the NES's 
sound chip, but the tunes and FX are neat 


* Simple to get into and fairly good fun to 
play, with plenty of blasting action 


• The island is large and the task is 
difficult, but it's not exactly impossible 


The bottom line 

"NES owners are increasingly 
less well catered for these days, 
so it's nice to get something 
actually worth playing. It's not 
brilliant but it's not bad either" 


■ Difficulty 
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Looks 

81 

• Can't fault it here, apart from some oddly 
slow downward scrolling 

• So dull 1 can't remember. Probably a good 
thing, given the NES's sound chip 

i5“ 

A 

• A mostly spot-on platformer, but a couple 
of really duff features will drive you mad 

Q 

Lifespan m WtmW * 


• The levels test your patience as much as 
your skill. And four just ain't enough 


The bottom line 

"All the jumping and shooting 
action is really crisp and 
precise. It's not a terribly rib¬ 
tickling game, though, and 
you'll finish it far too quickly" 


■ Levels . 4 Final sc 

■ Difficulty . IVIecliulii 

■ Continues . L-ots 

■ Release date ... Out now HH 


For lUES (1 player) 


From Capcom 


Price £40 


The sewers are full of all sorts of disgusting 
low-life. But that's enough about Jim. Yes, 
those are eggs dropping from the ceiling on 
parachutes. Don't ask me why. 




How are you supposed to take this seri- 
ously? That helicopter's the same size as 
your hat! (Watch those banana skins.) 


Just as well you’ve got your 
c^pe of invincibility. Use it to ward off th.s 

bozo's bullets, then zap 'im. 

First came Duck Tales, then Edd The Duck, 
and now Darkwing Duck is waddling 
onto your Nintendo. Chris 'Duckie' 

Buxton finds out what's up, er, duck. 


T he city of St Canard is in trouble. It's 
being looted by agents of the criminal 
organisation FOWL. And it's up to you, as 
Darkwing Duck, to stop them. 

So says your boss, J Gander Hooter, anyway, a 
balding old budgerigar In charge of goody-two- 
shoes organisation SHUSH. At the start of the game 
he tells you how the Liquidator, Quackerjack and 
Wolfduck must be stopped (but not by him, you'll 
notice - useless old budgie). 

And so your epic adventure starts. 

Your mission: to save St Canard. Your 
enemy: Irritating things with guns, 
annoying things that 
fly and irksome 
things that gener¬ 
ally muck you about. 

Your weapons: your 
wits (huh), your 


natural athletic ability (oh dear), your 
protective cape (wow) and your gas gun. 

As well as shooting ordinary knockout gas with 
your gas gun, you can collect special adaptors 
which transform it at the stab of a button so that 
it can fire Heavy Gas, Thunder Gas or Arrow 
Gas. One little word of warning here, 
though. You can't kill the bosses if 
you've got the wrong weapon. You 
might as well kill yourself cos there's 
nothing you 
can do. What's 
even worse Is that 
when you die, you 
reappear in the same place, 
with the same (wrong) weapon. And 
if you've got the right weapon but not enough 
gas canisters to power It, you're also one 
stuffed duck. 


The best way to beat these guys is to uu.- 
below their bullets and shoot them m 
foot. They must have delicate feet. 

But if you're smart you can 
keep out of trouble. 
Darkwing's cape protects him 
from certain types of bullet, 
and he can leap and grab 
overhead platforms and hooks 
to climb upwards and clear obsta¬ 
cles. He can also, er, duck. And he can pick 
up hearts and lives throughout the game. 

Of course. It's not quite that easy. Some jumps 
require pixel-perfect judgement, and there are 
too many baddies for our fowl friend to 
escape without a scratch. But 
once you've worked out the 
basic moves there's 
nothing to hold up a 
decent player for long - 
especially since there are 
just four levels. 

Darkwing Duck looks good 
plays well, and is easy to pick up. The control is 
spot on, the backgrounds are jolly and the sprites 
are well animated. It's just much too short 
and doesn't have any real spark to set it 
apart from the crowd. CHRIS 
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Wini A YEAR'S WORTH OF SUPER MES FUIU! 


GET IMVOLVEDI 


inri'th 




'Urvey 


Mjmm 


Y es, we need you to 
talk to us again. Fill 
in this survey and you 
could win a year's sub¬ 
scription to TOTAL, plus 
your choice of one of these 
Konami carts: Super lUES 
Pop 'n' IWinbee, Game Boy 
Probotector or lUES Tiny 
Toons. Just answer the 
questions, fill in your name 
and address, and you could 
be one of 20 lucky winners. 
Get ticking! 

First some questions about your 
readership of TOTAL 

1 How often do you read TOTAL? 

Almost always 

(at least 3 out of every 4 issues) □ 1 

Regularly 

(between 1 and 3 in every 4 issues) □ 2 

Occasionally 

(less than 1 in every 4 issues) □ 3 

2 How often do you, personally, buy TOTAL? 


Almost always 

(at least 3 out of every 4 issues) Q 1 

Regularly 

(between 1 and 3 in every 4 issues) □ 2 

Occasionally 

(less than 1 in every 4 issues) Q 3 

Never Q 4 

3a Did you, personally, buy this copy 
of TOTAL? 

Yes □ 1 No □ 2 

3b If yes, where did you buy it from? 

Independent newsagent Q 1 

High-street newsagent chain □ 2 

Supermarket Qj 3 

Home delivery by newsagent □ 4 

Subscription to the magazine □ 5 


4 Roughly how many people, including 
yourself, are likely to read the copy 
you are looking at now? 


9 or more □ 1 

I 6-8 □ 2 

I 4-5 □ 3 

12-3 □ 4 

i' 


5 On average, about how much of TOTAL 
do you read or look at each month 
(excluding advertisements)? 


Cover to cover: all of it Qj 1 

More than three-quarters □ 2 

About half to three-quarters □ 3 

About a quarter to a half □ 4 

Less than a quarter □ 5 


6 How long do you think you spend 
reading, or looking at, an average 
issue of TOTAL? 


3 hours or more Qj 1 

2-3 hours Q 2 

1-2 hours Qj 3 

Less than 1 hour □ 4 


7 Roughly how many separate times do 
you think you pick up and read, or look 
at, an average issue of TOTAL? 


More than 10 times Q 1 

6-10 times Q 2 

4-6 times Q 3 

2-3 times Q 4 

Once only Q| 5 


8 What will you do with this copy 
of TOTAL when you have finished 
reading it? 

Keep it for reference Q 1 

Pass it on to someone else Q 2 

Throw it away Q 3 

9 Do you read any of these magazines 
regularly (at least once every 

six months)? 


Sega Power Q 1 

Super Play □ 2 

MEGA □ 3 

Game Zone Q 4 

Sega Zone Q 5 

GamesMaster Q 6 


Now a few questions about 
TV and radio 


10a Which of these television channels 
do you ever watch at home, and which 
one of them do you like best? 



Ever 

Like 


watch 

best 

BBC1 

□ i 

□ 

BBC2 

□ 2 

□ : 

ITV 

□ 3 

□ : 

Channel 4 

□ 4 


Satellite or cable 

□ 5 



10b And about how long, on an average 
day, do you spend watching TV? 

5 hours or more □ 1 

3-5 hours Q 2 

1-3 hours Q 3 

Less than 1 hour Qj 4 


11a Which of these radio stations do you 
like to listen to? 


Radio 1 

□ i 

Radio 2 

□ 6 

Radio 3 

□ 2 

Radio 4 

□ 7 

Radio 5 

□ 3 

Capital FM 

□ 8 

Capital Gold 

□ 4 

Kiss FM 

□ 9 

Atlantic 252 

□ 5 

Virgin 1215 

□ 10 

Other commercial radio station 

□ 11 


11b And about how long, during an 
average day, do you spend listening 


to the radio? 

5 hours or more Qj 1 

3-5 hours Q| 2 

1-3 hours ^3 

Less than 1 hour □ 4 


Some questions about what you do 
when you're not reading TOTAL 

MUSICA/IDEO EQUIPMENT 
12 Which of the following do you use in 
your home, and which of them do you 
have in your room? 



Use in 

Have in 


home 

room 

Personal CD 

□ i 

□ 1 

Personal stereo 

□ 2 

□ 2 

Portable radio/cassette 

□ 3 

□ 3 

Mini/midi hi-fi 
system with CD 

Mini/midi hi-fi 

□ 4 

□ 4 

system without CD 

□ 5 

□ 5 

Racked hi-fi with CD 

□ 6 

□ 6 

Racked hi-fi without CD 

□ 7 

□ 7 

Hi-fi separates 

□ 8 

□ 8 

TV 

□ 9 

□ 9 

VCR 

□ 10 

□ 10 

Camcorder 

□ 11 

□ 11 

RECORDS/TAPES/CDS 



13 Thinking of the last three music 
recordings you bought, what kind 
of music were they? (Tick up to three 


in the list below.) 

Rave/dance Q 1 

Rap 

□ 5 

Chart/pop Q 2 

Soundtrack 

□ 6 

Heavy metal Q 3 

Reggae 

□ 7 

Rock Q 4 

Acid jazz 

□ 8 


None of these Q 9 







14 How many of the following have you 
bought in the last 12 months? 



Vinyl 

Pre-recorded 

CDs 

Music 


records 

cassettes 


videos 

10 or more 

□ 1 

□ 1 

□ 1 

□ 1 

5-9 

□ 2 

□ 2 

□ 2 

□ 2 

3-4 

□ 3 

□ 3 

□ 3 

□ 3 

1-2 

□ 4 

□ 4 

□ 4 

□ 4 

none 

□ 5 

□ 5 

□ 5 

□ 5 


15 How many of the folowing types of 
blank tape have you bought in the last 
12 months? 



Audio 

Video 

Camcorder 


cassttes 

cassettes 

cassettes 

10 or more 

□ 1 

□ 1 

□ 1 

5-9 

□ 2 

□ 2 

□ 2 

3-4 

□ 3 

□ 3 

□ 3 

1-2 

□ 4 

□ 4 

□ 4 

none 

□ 5 

□ 5 

□ 5 


MONEY 

16 Please show us which of these bank, 
building society and post office accounts 
you have. Then tell us if you opened the 
account during the last year. (Leave blank 
if you have none of these accounts.) 



Have 

New in 


account 

last year 

Bank current account 

□ i 

□ 1 

Bank deposit/ 
savings account 

□ 2 

□ 2 

Building society 

current account 

□ 3 

□ 3 

Building society deposit/ 
savings account 

□ 4 

□ 4 

Post Office Girobank account 

□ 5 

□ 5 

Post Office savings account 

□ 6 

□ 6 

CLOTHES AND SHOES 

17a Which of the following articles of 


clothing have you had new in the last 


12 months? 

Shoes/boots 


□ 1 

Trainers 


□ 2 

Other sports footwear 


□ 3 

Jeans 


□ 4 

Shorts 


□ 5 

Other trousers 


□ 6 

Shirts 


□ 7 

Sweatshirts 


□ 8 

T-shirts 


□ 9 

Tracksuits/shell suits 


□ 10 

Other sports equipment 


□ 11 


17b And how much dosh have you 
spent on these items in the past 
12 months? 


Shoes/boots 

-£50 

□ 

£50-£99 

□ 

£100-£149 

□ 

£150+ 

□ 

Trainers 

□ 

□ 

□ 

□ 

Other sports 

□ 

□ 

□ 

□ 

footwear 

□ 

□ 

□ 

□ 

Jeans 

□ 

□ 

□ 

□ 

Shorts 

□ 

□ 

□ 

□ 

Other trousers 

□ 

□ 

□ 

□ 

Shirts 

□ 

□ 

□ 

□ 

Sweatshirts 

□ 

□ 

□ 

□ 

T-shirts 

□ 

□ 

□ 

□ 

Tracksuits/ 

□ 

□ 

□ 

□ 

shell suits 

□ 

□ 

□ 

□ 

Other sports 

□ 

□ 

□ 

□ 

equipment 

□ 

□ 

□ 

□ 


1 

2 

3 

4 


SWEETS AND SNACKS 
18 Abouts how many packets, tubes, 
etc. of the following do you eat or 
drink in an average week? 



15+ 

10-14 

5-9 

1-4 

none 

Crisps 

□ 

□ 

□ 

□ 

□ 

Chocolate 

□ 

□ 

□ 

□ 

□ 

Gum 

□ 

□ 

□ 

□ 

□ 

Other sweets 

□ 

□ 

□ 

□ 

□ 

Fizzy drinks 

□ 

□ 

□ 

□ 

□ 


1 

2 

3 

4 

5 


FAST FOOD 

19 Which of the following fast food 
establishments have you visited in the 
last three months? 

McDonalds Q 1 

Burger King □ 2 

Other burger chain □ 3 

Pizzaland □ 4 

Pizza Hut □ 5 

Perfect Pizza Q 6 

KFC Express □ 7 

Spud-U-Like Q 8 

Finally, some questions about 
yourself 

20 Are you: 

Male □ 1 Female □ 2 

21 How old were you last birthday? 

(please write in below) 


22a From which of these sources do you 
receive the most money? 

Regular full-time job □ 1 

Regular part-time job Ql 2 

Pocket money/allowance from parents Q 3 

Student grant Q 4 

Social Security/dole money □ 5 

No money received □ 6 


22b And about how much, in total, does this 
come to in an average month? 

£1,000+ 

□ i 

£500-£999 

□ 2 

£400-£499 

□ 3 

£300-£399 

□ 4 

£200-£299 

□ 5 

£100-£199 

□ 6 

£50-£99 

□ 7 

£25-£49 

□ 8 

£10-£24 

□ 9 

under £10 

□ 10 


23 If you are the head of the household 
in which you live, please tell us what your 
occupation is. If it's someone else, like a 
parent or guardian, please tell us what 
their job is. 

Occupation:. 

That's it, thanks. 

If you want to be entered for the prize draw to win 
one of 20 subscriptions to TOTAL and a free Konami 
cart of your choice, please fill In your name and full 
postal address, along with your choice of cart. 

Name. 

Address. 


Postcode. 

My choice of Konami cart is (tick one): 

Pop 'n' Twinbee (Super NES) □ i 

Probotector (Game Boy) □ 2 

Tiny Toon Adventures (NES) □ 3 

Post your entries to: 

TOTAL Survey, Microdat, PO Box 368, 

Oxford 0X2 7XU 

Now carefully remove the survey and send it 
in before 15 November to ensure your entry 
is included in the mega-draw! 


Choose between 
these three 
great games 
Hooray indeed! 

TIIUY TOON 
ADVENTURES 
(NES) 
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turning the 
bad guys into 
icicles. 



Shoot it out with the nasties in this 


Western-style sub-game. Kill five of the 
varmints and you get a bonus. 


For MES (1 player) From lyintendo Price £30 

We'd like to introduce you to a small, pink blob 
with a tendency to scoff everything in sight... Ah, 
but you've already met Frank, haven't you? So 
let's talk about Kirby instead. 



Kirby's Adventure 
(called Kirby, 
funnily enough) 
does. And this is a 
bit weird, consid¬ 
ering that it's a 
game that's obvi¬ 
ously been 

designed for 
kiddies. Those 
Japanese, eh? 

Kirby faces the 
first big boss, 
who, er, appears 
to be revealing 
his bottom. I'm 
not quite sure if 
we're allowed to 
show this. 



Either that's Kirby's devastating beam 
weapon or he's had a few too many pints 
at the Dream Land local. 



Pick up a big fluffy Kirby with the grabber 
and you get two extra lives. Pick up a lickle 
one and you get one life. 




H ave you ever read a book called 
Necroscope? {No - CHRIS.) It's 
about a bloke who can tc 
to the dead, and even bring them 
back to life. In this book, the bad 
guy has the nasty habit of killing 
people and eating bits of them to 
gain their abilities. {Get to the point 
for heaven's sake - CHRIS.) Well, eating 
people and then gaining their powers is exactly 

what the hero of 


The plot of the game goes something like this: 
Kirby is a small, amorphous pink blob 
who lives in Dream Land. One 
morning everyone wakes up 
to discover that the Dream 
Spring, source of the 
dreams, has dried up. The 
mischievous King Dedede 
s nicked the Star Rod that 
energises the spring and broken it 
into seven pieces. It's Kirby's job to recover the 
pieces and restore harmony to Dream Land. 

Despite the imaginative storyline, Kirby's 
Adventure Is, to be honest, yet another cute plat¬ 
form game of the sort the Japanese (and, it must 
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he eats his opponents. Here's a selection of the most groovy ones 


Spark 

Now, this is 
what I call a 
power-up. The 
Spark enables 
you to gen¬ 
erate electricity 
and frazzle any¬ 
thing that 
dares to mess 
with you. 


Fireball 

Astoundingly 
enough, fire¬ 
balls allow you 
to set fire to 
things. (Hang 
on, isn't that 
arson? You can 
get put away 
for that, you 
know.) 


This is a pretty 
smart little 
weapon. All 
you do is stand 
still and lots of 
spikes shoot 
out of your 
body and 
impale your 
enemies. 


iJ 


Fire 

The rather 
nasty halitosis 
(or fire¬ 
breathing) 
weapon lets 
you toast your 
opponents. 
Crispy 
croutons, 
anyone? 


▼ ▼ T ▼ 







KIRBY : 000000 

SK90RB : 00736S0 


if ft 

exper)e^®retoosma« 
sprites are 


Kirby's land may look nice and pretty but 
you'll stroll through it on your first go. 

be said, just about everyone else) love. This one, 
however, does contain a few things that lift it a 
few notches above your average plat¬ 
former. The main difference is the 
aforementioned ability to eat any of 
your opponents (although you actu 
ally inhale them, thus avoiding any 
gory munching effects). The 


powers you can gain in this way include a sword, 
fireballs, a boomerang thing and many more. Even 
if a baddie doesn't have a power, you can still spit 
it out and kill things with it. The bosses all have 
special powers, too, which are a cut 
above the rest. 

You have to make your 
way through eight worlds, 
each of which contains various 
sub-games which you can play 
to get extra points or lives. 
Unfortunately, all of them are very, 
very easy. I finished the entire game the first 
time I played It! It's a big game, with lots of hidden 
bits to find, but you get infinite continues, and 
even if you don't continue, your position in the 
game Is automatically saved, so reaching the end 
is not something you'll lose sleep over. 

Kirby's is fun to play while it lasts, 
but, sadly, that's not very long. And 
once it's all done, you'll 
have no desire to come 
back to it. FRANK 







--to 


TACTIX 


The cutter is the best weapon to start 
the game with. Not only is it good for 
killing nasties from a safe distance, but 
it always comes back - just like Lassie. 


Kirby's 

Adventure 

Looks V « W V V 

• Very varied, with some of the best 
animation ever seen on the NES 

Sounds m ■' ■' ' 

• Lots and lots of cute ditties. The effects 
are passable, too 

Gameplay 11 IP 1^ ■' ■ ■' 

• Cleverly designed platform action and 
lots of different sub-games 

Lifespan # IF V :■ '.J 

• Astonishingly easy. Mind-blowingly easy. 
You'll finish it in a day 

The bottom line 

"A huge platformer with lots of 
original touches and a fair bit of 
variety, but let down by its 
extreme easiness. A game strictly 
for the kiddies" 

■ Levels . 8 

■ Difficulty . Easy 

■ Continues . Infinite 

■ Release date . Out now 
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Chris looks at two more lUES games from the distant past which we couldn't 
review when they first came out because, er, we didn't exist. Stili, better late 
than never, eh? Although in the case of Robowarrior, we're not so sure.. 


If you're into Greek mythology... don't play 
this completely cack Greek level of a 
completely cack game. Did I mention this 
was rubbish, by the way? 


A nother world needs saving, more people 
need to be rescued from an evil overlord 
and yet another sucker is being sent out 
to do it. This time it's you. You're the poor sod 
who's got to travel halfway across the galaxy to 


shoot aliens. Only if you've got any sense you 
won't bother. 

Let's start off with the good points. Right, that's 
that done. Now for the bad points. This is the most 
tedious, pointless, unnecessary piece of software I 


Spy Vs Spy 


For niES (1-2 piayers) 
From Kemco 
Price £10-20 


I spy with my little eye— 

A quick guide to outwitting your opponent and making off with all the goodies. 



Find loads of items and stick them in 
the exit room at the start. 


Run around, booby trapping everything 
in sight to slow down the other guy. 


When you've got all the items, leave 
and catch the first plane out. 


G od, I remember playing this on my 
computer when I was just a mere whip- 
persnapper, and that's a good few years 
ago. Spy Vs Spy is a bit like The Pink Panther meets 
James Bond, only with naff graphics and central 


characters that would look more at home in a 
kindergarten art lesson than in a video game. 

As in all good spy stories (which this isn't), you 
and an enemy spy are in the same embassy trying 
to find important documents. Once you've found 


what you're looking for, you have to make good 
your escape before the other guy gets you. Sounds 
simple, but when both spies are armed with the 
latest in hi-tech booby traps, things start to liven 
up. Not much, though. 
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This game should be extinct. 
Naff graphics, poor sprite collision 
and no gameplay 


I BOBOS • 

enough to get in 

are fairly big-AP 

that, it's crap 


there are a few 
i underground levels 
* where you have to 
blow up aliens on a black 


putting this heap of trash 
should be shot. Pure, u 
rubbish. Avoid it at all cos 


• Very poor. It looks dated and everything 
is very small and indistinct 


"A simple concei 
appalling game. 

dog and looks 
Don't buy this c 
life depends o 
even t 


* Possibly the most pathetic effects I have 
ever heard, and that's saying something 


triangle flying 
^at exciting? ^ 


Oh and here 
around. Isn^l 


• Extremely dull. There's very little to do 
and what there is is tedious 


■ Difficulty 


• Virtually no variety. An hour, tops, before 
you throw it in the bin 



When two rival spies find themselves in the 
same room, a bout of fisticuffs ensues. 


Isn't it unlucky to open an umbrella inside? 
Not if the door's booby trapped. 


Spy Vs Spy is very old indeed 
The game first appeared 
seven or eight years ago 
on the Commodore 64 
and it hasn't changed an 
awful lot since then. The 
graphics are plain and simple, but that's not neces¬ 
sarily a bad thing - it makes it look 
like a comic. 

Playing one-on- 
one against the 
computer is fun, but 
it's nowhere near as good 
as taking on a mate. The booby 
traps and ail the other devilish antics you can get 


^ CLOAKS k 

gameplay IS surpnsmgly 

•ttive. Ifs a good laugn 


The gamepic-y ■ 

addictive. It's a go 
for a while 


-O'-* - T 


up to make it fairly enjoy¬ 
able. However, be warned 
that even though the 
embassies get bigger and 
have different layouts, the 
action remain the same, and there really 
isn't that much to do. You search the room, then 
booby trap it. That's all. This means that when 
you've got the hang of it this will 
become incredibly boring. The 
two-player mode extends its 
life, but not by much. Spy Vs 
Spy looks its age and 
just doesn't compare to 
modern releases. CHRIS 




Spy Vs Spy 

Looks ■ m w m 

• Everything's very basic. The animation 
leaves a lot to be desired 

Sounds fl ■ 

• The beep and crunch noises don't do 
much for your ears 

Gameplay S S ■ S ■ IP 

• Very easy to get into. The booby traps are 
fun to use but the rest of it's repetitive 

Lifespan ■ M ■ « ■ ■ 

• In one-player mode it won't last five 
minutes. Two-player mode keeps it alive 

The bottom line 

"Spy Vs Spy is a classic game but it 
needs to be significantly updated 
to match up to other games. Even 
on the NES, games have evolved 
quite a bit since this came out" 

■ Levels . 8 

■ Difficulty . IVIeclium 

■ Continues . l\lone 

■ Release date . Out now 
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Come with us as we take you on a brief but informative tour of Toyland, one of the wonderful levels in Alfred Chicken. 



Stay on the lift thingy and make your way ... And when you get there, you're rewarded 

around towards that thing that looks a bit with an extra life. Avoid the spikes, wait for 

like a toilet... the lift to come back round, and you're off! 



Don't worry too much about that big 
soldier fellow. He's just there to provide a 
bit of decoration. 



You'll believe a chicken can fly! But only 
with the help of a nifty helium balloon at 
the end of a level. 


r 


For niES (1 player) 


From Mindscape 


Price £35 


Y Chickens are 

stupid. And so is 
Jim Beaven. 


ight, if toads, turtles, ^ 
rabbits, fish, ducks, 
lemmings, snakes, cats and 

mice can all have their 
* own NES games, it's about 

time that chickens had 


a bash, don't you think? Well, now that Alfred 
Chicken is flapping and squawking his 
— way onto the NES, justice has 

finally been done. 

You play the role of 
Alfred, who has inher¬ 
ited loads of diamonds 
from his Uncle Graham. 
Unfortunately, some dastardly 
villain has nicked them and scattered them all over 
a scrolling platform landscape. Alfred sets out to 


. ECCS 

I oads of humour. It's a 




This bonus level has Alfred flapping 
through space. Collect the gift- 
wrapped pressies for extra ooint. 




An absolutely star-tastic secret room. Use ^ mouse. (The lifts 

the trampolines to grab the stars and don t follow the 

forget the teapot on your way out. dotted lines.) 




iv/ E3r?5 


Alfred hops on a 
lift in Cheese 
World, dodging a 
bizarre hunter- 
killer clockwork 


If only we knew it, how Alfred does it, you can bet we'd be doing it as 
well. Na na na na. (That's it. He's flipped - FRANK.) 


iV.V.' 

E2P 





IvV/l ■ - kAJi 

|> *> [• 

■■ ■ -i 'm 



■ 
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Surf's up, as Alfred heads for the water. Dodge the snails, jump on the beads and Hmm. Three mystery doors. What excite- 

What I want to know is where a chicken collect the diamonds in the Alfred Chicken ment could they lead to? Alfred's obviously 

managed to find a small enough aqualung. abacus of pain. not even remotely interested. 



continues. Sc 


layout of the scrolling platforms never gets too 
complicated and you can solve a few of the puzzle 
quickly enough to feel smug and self-satisfied. 

The Alfred sprite is no oil painting, but the 
graphics throughout the game are competently 
handled, with some nice attention to detail - like 
the death-by-ray gun sequence that turns 
Alfred into a roast chicken. Sound is 
what you'd expect, with a bleepy 
but catchy tune and the usual 
boing, blat and bang noises. 

If you've had enough of 
platformers, Alfred Chicken isn't 
sufficiently original to make you sit up 
and take notice - it's definitely not the new Mario. 
But if you like jumping 'n' bouncing, 
there's plenty of stuff here to keep you 
amused for a fair while. JAMES 


get too close, ringing telephones which you can 
answer and which give you extra-spesh power- 
ups, and switches that, when jumped on, turn 
background scenery into platforms. 

Alfred's also got a few special talents - he 
doesn't just wander around twitching his neck like 
Norman Wisdom and trying to , s 

lay eggs, you know. 

can flap his wings to 

\ he can use springs to 
\ shoot around like a speeding bullet. 

[ » - . \ I mean, have you ever seen chickens 

I pull stunts like that? 

I Alfred is an easy game to get 
/ into and generally playable. The 


The green space-hopper 
super-boss from the 
battery hen farm. Shoot 
that sucker out of the sky 


recover his property and wreak ^ 

some havoc along the way. f ^ 

The levels you face on your 
travels include a cheesy world, where 
everything is made from Swiss cheese, ■ 

and a kiddies' world, complete with letter blocks 
and huge toy soldiers. You also get the obliga¬ 
tory underwater sequence, where Alfred is 
equipped with a chicken aqualung. The platforms 
come complete with wind-up mice, bouncy springs, 
hidden doors, mobile platforms, restart points and 
collectables. Sounds pretty much like your average 
platform game, huh? 

Well, yes, it is, but there's enough quirky stuff 
along the way to hold your interest, such as 
sleeping time bombs which wake up when you 


Alfred Chidcen 


• Lots of quirky sprites, smoothly 
animated, and inventive backgrounds 


* Nothing amazing, but a jolly enough tune 
and standard in-game effects 


The thing with beady eyes in the centre of 
the screen will turn Alfred into Kentucky 
Fried with a single zap. 


* It's easy to get into, the controls are nice 
and there's lots of things to do 


• The playing area is huge and the humour 
makes it all enjoyable 


The bottom line 

"A clucking good game that 
delivers laughs aplenty and is 
rewarding enough to be a bit 
more than just another 
production-line platformer" 


■ Difficulty 


Beware of the dormant time bombs which 
wait till you get close and then whip up a 
chicken tikka out of poor Alfred. 


This enormous flowerpot fellow is on your 
side. He dishes out advice and bonuses at 
certain points in the game. 
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A few more reasons to try the 
stunning new look Game Zone 
(as if you realty needed them) 


• Nifty free badge 

• Another splendidly tasteless gift 

Like good, only bett^t 


from the makers of 









Here's the deal: send us a tip for a Nintendo game 
and (if it hasn't been published before) we'll send 
you a TOTAL T-shirt in return. Not bad, eh? 



PUGSLEY'S SCAVENGER 
HUNT 

This cheat is brilliant, but you 
can only do it if you have a 
multifire joypad. First, switch to 
autofire on the L and R buttons. 
Now, when you jump against a 
wall and press the corresponding L or R button you'll 
stick to the wall. And if you jump, you'll be able to 
reach all those out-of-the-way places. A well-earned 
TOTAL T-shirt is winging its way to you, Lewis Moss 
from Derbyshire. 

MAGIC SWORD 

Go to the options screen and 
move to EXIT using controller 1. 
Now press L, R and START on 
joypad 2 for a level select. 
Thanks for that, Michael 
Suggate from Essex. Check the post for your TOTAL T- 
shirt, Mike. 



TACTIX 


LOST VIKINGS 

This little lot is from Daniel 
Blackman in Norfolk. 
Unfortunately, he forgot to tell 
us the codes for levels 32 and 33 
- duh! We also think he's a 
complete git because we really hate typing codes in - 
we hope your T-shirt shrinks in the wash, Daniel! 



TACTIX 


1 - GR8T 

2 - TLPT 

3 -GRND 

4 - LLMO 

5 - TRSS 

6 - PRHS 

7 - CVRN 

8 - BBLS 

9 - VLCN 

10-QCKS 

11 - PHRO 

12-C1R0 

13-SPKS 

14-JMNN 

15-TTRS 

16-JLLY 

17-PLNG 

18-BTRY 

19-JNKR 

20 - CBLT 

21 - HOPP 

22 - SMRT 

23 - V8TR 

24 - NFL8 

25 - WKYY 

26 - CMBO 

27 - 8BLL 

28 -TRDR 

29 - FNTM 

30 - WRLR 

31 -TRPD 

34 - TFFF 

35 - FRGT 

36 - 4RN4 

37 - MSTR 



STREET FIGHTER II TURBO 

We've received two cheats for 
this awesome game, both of 
which were sent in by Damian 
Barry from Norwich (amongst 
others). The first one removes all 
of the characters' special moves. Press DOWN, R, UP, L, 
Y, B, X, A when the Capcom logo appears. The second 
cheat allows you to increase the speed to 10 stars. Use 
the same sequence as the last cheat, but instead do it 
on controller 2 when the Street Fighter II logo appears 
on the screen. 


KRUSTY'S SUPER 
FUN HOUSE 

Oops! It's come to our attention (due to loads of irate 
readers ringing us up) that we 
haven't printed the codes for 
the English version of Krusty's 
Fun House yet. Silly old us, eh? 
So here they are in all their 
glory. Everyone pop round to Kurt Sanger's house in 
Tisbury and tell him what an excellent chap he is. 

Level 2 - Herschel Level 3 - Slugfest 

Level 4 - Bouvier Level 5 - Mandoza 




MEGA MAN 4 

Talk about being quick off the 
mark. The famed Michael Ball 
from Thrapston has sent in the level 
codes for Mega Man 4 already - we 
only reviewed it last month, for 
heaven's sake! They had better work on the English 
version or we'll be round with baseball bats to get our 
T-shirt back! 


ELITE 

Go straight to the first space station 
(any one). Go to the Stored 
Commanders option and store a 
new commander in position 1. Press 
DOWN to get to a blank position (it 
will show a row of Bs). Move this to Current Position 
and select Spanner and you'll get oodles of money. 




TACTIX 



Select Status Display and it'll show that you have Elite 
status (but Fugitive legal status). To lose Fugitive status, 
go out of the space station and eject using the escape 
module. You'll end up back inside the space station, 
still with oodles of money but now with clean status. 
Thanks for that go to Commander Timothy Jones of 
Surrey, neep, neep. 

DRAGON III 

Horrible, horrible game, but still, it's 
a cheat. Paul Thomas from Kent 
sent in this quick and easy level skip. 
Simply press START and A while 
playing the game and off you'll 
level. Cheers, Paul. 

TOP RANKING TENNIS 

This works in a similar way to Golf on 
the Game Boy. The battery back-up 
means that when you lose a match, if 
you switch off before the game returns 
to the main menu you can play that 
match again without losing your ranking. And that was 
discovered by our illustrious ex-editor, Mr Steve 
Jarratt, who doesn't get a T-shirt cos he's a traitor! 

TURRICAN 

Hey, if anyone can, Turri can. (Groan!) 
Anyway, this level select was shouted 
down the phone to us by a group of 
lads in Bucks. They don't get TOTAL T- 
shirts either because there are too 
many of them and they couldn't be bothered to write it 
down and send it in. Right then, press A, A, B, A and 
A. Now pause the game and press SELECT to leap on to 
the next level. 





TACTIX 


DOUBLE 



shoot to the next 


TERMINATOR 2 



While playing a level, hold down the 
SELECT button. This will slow down all 
the circuit clocks. A TOTAL T-shirt and 
lashings of treacle pudding go to Mark 
McConnell for that. 


SUPER EDF (PHALANX) 

Start to play level 1 then pause 
and press A, B, X, Y, L, R, UP, 
DOWN, LEFT and RIGHT for 
invincibility. That was from 

Mark McConnell (again). 
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Well, actually there are more than 20, but who's counting? Certainly not us. 






THE SECRET FIREWORKS 

There is a way to make the fireworks go off every time at the end of a level. To do it, just follow these easy steps. 


Carry on running, jumping across two lifts to stay 
at the top, and you'll go past the exit to arrive at 
* the warp screen. Take the pipe to World 4. 


This level's really easy - don't bother about hitting 
any of the blocks except these two. 


Still on 4-1, when you get to this point, jump up 
to reveal an invisible block for another extra life. 


Stand on the far left of the topmost block, hold 
down the run button until the last digit of the 
timer is zero, then do a running jump to land on 
the flag. 


It takes four game seconds to jump to the flag 
so by the time you land the last digit of the 
timer will be a six. You should get 5000 points 
and six fireworks worth 500 each. 


However, if you hit the flag when the last digit is 
a three or a one you'll get that number of fire¬ 
works instead. 


20* EASY STEPS TO BEAT SUPER MARIO BROS. 1 


We're not going to show you everything about the game - half the fun is discovering new things - but here's how you can finish it in double-quick time. 

WORLD 1-1 WORLD 1-2 




This extra life is an easy start. It's hidden after 
the fourth green pipe. All you have to do is jump 
up here and you'll get a 1-UP mushroom. 


• ••• 


Make your way to this point. Jump onto the plat¬ 
form on the right and hit each brick above you, 
block by block. 


The last one releases another 1-UP mushroom. 
Jump up after it and stay on the platform at the top 
of the screen. 


WORLD 4-1 


For Super MES/MES (1-2 players) 


From Nintendo 


Price £50 


Whether you've got 
the Mario Aii-Stars 
I or the NES version, 
our SMB1 piayer's 
guide wiii get you 
through the game. 
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WORLD 4-2 



After you've jumped past the first lift, stand here Punch the two blocks above you as shown to Jump up to reveal another hidden block. Go right. 


and jump up to reveal a hidden block. Step right reveal another secret block, then drop down to 


and jump onto the block. 


the left. 



Stand on the left-hand side of this block and hit 
the last wall to reveal the beanstalk. 


Go through the secret land to the end and take the warp, which goes to World 8. 



WORLD 8-1 


This level's really tough, as there are no restart 
points and the time limit is shorter than usual. 
Use the shells to clear a path ahead of you. You 
can just run across these gaps. 



There's a power-up mushroom hidden here, but 
you've got to avoid the beetle to get it. 




• WORLD 8-2 


This level's even harder. Hit the cloud monster at 
the top of the first set of stairs. When you get to 
the springboard, jump up to release a 1-UP 
mushroom. Follow it along the bottom to get It. 


• After you've jumped past the first lift, stand here 

* and jump up to reveal a hidden block. Step right 


Run and jump from this point and be ready to jump again immediately to get past this single block. 


and jump onto the block. 


NOVEMBER ■ ISSUE TWENTY-THREE ■ TOTAL 




TOTAL! TACTIX 













































There are only two power-ups on this level, both 
guarded by Hammer Brothers. When you get to 
a pipe, wait until a Hammer Brother appears on 
the top wall and start running beneath him. 
Wait till he jumps to the middle wall and take 
him out. 


If you wind up on the same level as a Hammer 
Brother thing's get a little tickier. Wait till a 
wave of his hammers fall in front of you and 
then get in close so that they will fly over the top 
of you. When he's finished, jump on his head. 


WORLD 8-4 


1 MARIO RORLO TIME I 


■ 





This is it, the last level of the game. Hopefully, you'll have got here as Super Mario or you're in for a 
tough time. Firstly, go through this pipe (20), then this one (20b) and then this one (20c). 


Both the power-ups on World 8-3 are hidden in 
the blocks shown here. Punch the two blocks 
above you as shown to reveal another secret 
block and drop down to the left. 









.^11 i 1 


ghmmnbjbh hbnghmmnbjbh hbnghmmnbjbh 
hbnghmmnbjbh hbnghmmnbjbh hbnghmmn¬ 
bjbh hbnghmmnbjbh hbnghmmnbjbh 
hbnghmmnbjbh hbn 





After the water section, jump onto the pipe on the right and jump over the Hammer Brother after he 


Getting past the squids is very easy. Just stand on jumps. Keep running to get enough speed up to jump this fire pit. Bowser now stands before you. To 


the seabed and then face left - the squid just beat him, concentrate on running under him quickly to get hold of the axe and save the Mushroom 


swims away. 


Kingdom. Huzzah! 

























For Game Boy (1 players) From MIndscape 


Price £25 


Level 8 (one of the 
hardest) on , 
Alfred Chicken 
gets the full 
treatment. 














































































































































































LIFE. ADD SALT TO TASTE 



GET A LIFE* if you aren't ready to leave scNOOLr but 

ARE READY TO THINK ABOUT WNAT HAPPENS WHEN YOU DOr 
SEND FOR THE INFORMATION PACK OR TELEPHONE 0)45 50011). 




NAMEjMR^MSj 
ADDRESS __ _ 


POSTCODE 


We are equal opportunities employers under the Race Relations 
Act and welcome enquiries from all ethnic groups. 


DATE OF BIRTH 


TELEPHONE^ _ 

SEE THE WORLD. DIFiFEREHTLy. 



NAVY 


Send the coupon to Naval Careers Service, Department (SE78545), FREEPOST 4335, Bristol BSl 3YX. No stamp needed. 
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Grab the rock, take it one screen left and drop it 
next to the cliff to continue. 



Continue through the treehouse village. Beware 
of these cages - jump rather than walk past 'em. 


Every last coin! 

To complete the game you'll have to collect all 30 coins. Our map shows where most 
of them are but there are a few that are very tricky to get to. 




if you see coins on our map that aren't 
visible on screen, press collect while 
standing next to the scenery to make 
them appear - this one's hidden. 







Both of the green bees on the first 
island carry coins. To get them, just jump 
into them and the coins will fly onto the 
next screen. 



To get the second bee, go off the top- 
right area of the treehouse as before, 
but instead of jumping, walk right off 
into the cloud to get here. Now walk 
into the bee. 



Travel to the top left of the treehouse 
and jump left at this point. This will 
allow you to get hold of the coin on top 
of the mine. 



Before dropping down this hole, make 
sure you've got the flippers or you 
won't be able to get back out. 



From the second island, swim left with 
the flippers to reach this coin. 



In the water, jump onto this fish to get 
a coin from inside its stomach. (Yeuch!) 



then go up to get the heavy weight and snorkel. 
Make your way back down and head right and 
up to here. Use the heavy weight and you'll be 
able to search the higher levels of the treehouse, 



Go up to the top right of the treehouse, grab the 
gravedigger's spade and jump right from here. 



then jump up and left to get the pogo stick. 
Now go to the beach. 



At the beach, drop your items and go left. Go to 
the top right of the treehouse and get the deto¬ 
nator. Take that to the mine entrance and swap 
it for the magic pebble. Go back to the beach. 



At the beach, get the pogo stick and snorkel and 
continue right. Into the sea. Jump up to get here. 
Take the crowbar, stand in front of the sign and 
press jump. You'll go to the island In the sky. 



them up in this order: crowbar, fireproof suit, 
snorkel. Jump right off the island and you'll 
float down to here. Use the crowbar, then sit on 
the crab to get to the ledge and continue right. I 4 
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Midland Livecasli is available for 11-18 year olds. You must be 16 to receive the driving lesson vouchers and 17 to use them. ©MIDLAND BANK pic. 1993. 



25% OFF 


; COMPUTER GAMES.". 


JUST ONE 



MORE REASON TO 


OPEN A LIVECASH 


ACCOUNT 


les Hank Plank 

iQ 


When you open a Midland Livecash account, you get your own 
Livecash card, which gives you instant access to your money 
from more than 6,000 cash dispensers throughout the country. 
You also get a pack of discount vouchers, and for once, they’re 
for things you’d actually want to buy. 

They’ll save you up to £11 on many of the top Sega, Amiga or 
Nintendo games. 

They’ll save you £5 on any Playhouse or Our Price Video. 
They’ll save you money on all sorts of things from pizzas and 
cinema tickets, to clothes, CD’s and cameras. 

And if you’re over 16, they’ll get you your first BSM driving 
lesson free, and save you £3 off the next five. 

Now that’s what we call a savings account. 


I 


For more information about Midland Livecash send this coupon to: Customer Information Service, Midland Bank pic, FREEPOST, 
ShefReld SI lAY, or call us on 0345 626192 Monday to Friday 8.00am — 8.00pm. 

NAME (MR/MISS/MS)* TOTAL11 

ADDRESS 


POSTCODE 








MIDLAND 

The Listening Bank 


member HSBC group 

















Travel to the second island, drop the fireproof 
suit and collect the woodman's axe and the Bible. 
Now go back to the bridge on the first island. 
Have your equipment in this order: axe, Bible, 
snorkel. Use the axe on the bridge. 



Drop into the underwater cave, go left and jump 
back out from here. You'll come out by the 
grave. Back at the bridge, get your equipment in 
this order: empty, Bible, snorkel. Return to the 
cave and go right to get the cursed treasure. 
Leave, drop the Bible by the bridge and go back 
to the beach. 





At the beach, take these items: pebble, spade, 
snorkel. Now go to the second island and use 
the magic pebble here. You'll be taken Into the 
clouds, where you can get the flippers. These 
make the trips between the two islands quicker. 



Go to the far right of the Island and get the key. 
Have your equipment In this order: spade, key, 
snorkel. Use the spade here. 



Head right, avoiding the torch flames, and use 
the brass key here. Drop down and get the 
vintage brandy. 



Jump back out and head left here. Arrange your equipment so that you can grab the dynamite. 
Continue left and follow the fish as It swims left. Once it disappears off screen, walk left, get back on 
the crab and go back to the second island. 



Back at the grave entrance, grab the fireproof 
suit and snorkel and head back into the smug¬ 
glers' cove. Go as far right as you can to here. 



Grab the diamond, then immediately run left 
but don't jump. As soon as you enter the next 
screen, take your finger off the direction pad. 
Watch the falling rocks and you'll see that they 
follow a set pattern which you should be able to 
get past safely. Once past them, head back up to 
the grave entrance, drop your items and pick up 
the dynamite, the flippers and the snorkel. 



Go back to the beach and take the coins, the 
chest and the snorkel. Now go to the second 
island. You should now have four items to give 
to this shopkeeper - the diamond, the brandy, 
the coins and the chest. 



Give all these items to him, one at a time, In 
exchange for the parts of the boat. As you get 
each piece take them to the pier (shown here). 



Go back to the first island. Leave the flippers and 
snorkel at the beach. Take the dynamite left to 
the mine and drop the detonator here. You can 
now get the bag of gold coins. 


After dropping the ignition key, jump right then 
carefully walk right with the boat. Now read this 
sign on the other island to complete the game. 



There, that's better, isn't 
it? Look out for another 
lUES piayer's guide in next 
month's TOTAL. 
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THIS YEAR THE GAMES CHAMP COULD BE YOU! 


On this page you’ll see the dates and 
venues for the first round eliminators. 
They’re being held in Virgin Retail 
outlets in the major cities of Britain . 
over the next few weeks. 


All you have to do is turn up, and play. If you’re good 
enough - and you’ll have to be very good - you’ll be into 
the next round. And after that... the finals at the Future 
Entertainment Show in London on 11 -14 November. 


The National Games Championship is organised by Future Publishing, 
producer of this, and many other great games magazines, and organiser 

of the Future Entertainment Show. 
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Send your codes to: Cheat Cart Codes, TOTAL, 30 Monmouth Street, Bath, Avon BA' 




You ask, we answer, all 
your problems, all your 
queries. l\lo problemo. 


be Luigi with Controller One, flick switch on title 
screen. To change character during game, flick 
up switch when needed. 

Next Mario All Stars codes next TOTAL. 

CASTLEVAIUIA IV 

7E13F410 - Infinite energy 
7E13F050 - Infinite time 

ADDAMS FAMILY 

7E00AC05 - Infinite lives 
7E00C305 - Invincibility 


GARGOYLES QUEST 

01020AC2 - Infinite Energy 

TACTix WIZARDS AMD 
WARRIORS 

03XY28C3 - Level Select. Vary X. 

040322C3 - Infinite energy 


Here is a bit of Zelda with nothing to do 
with this particular problem. 


Q My son recently received Super Star Wars for the 
SNES. After a great deal of blood, sweat and tears 
we reached level 14, at the end of which we suddenly 
found ourselves back to level 13. Are we doing some¬ 
thing wrong, or is there a bug in the game? I would be 
most grateful for any advice you could give me. 

Morry Layton, Ayrshire, Scotland 


A First of all Dad, we suggest you try Ariel 
Automatic on the blood, sweat and tears. 
The problem with the game has us in the dark. 
Have any other readers suffered similar prob¬ 
lems? It could be a problem with your cart, and 
we hope you kept your receipt. Many claim that a 
ridiculously convoluted series of key presses will 
activate level skips etc. We couldn't make it work, 
but recommend you take a look at TOTAL'S guide 
to Super Star Wars in Issue 20. Level 14 shouldn't 
present too many problems, just keep sweeping 
left and right, constantly shooting. May the force 
be with you. 


Q l have recently bought Super Adventure Island on 
the SNES and was wondering if you could please, 
please, please print some cheats. Also how do you kill 
the boss Dark Cloak? 

Matthew Beck, Swansea 


A Dark Cloak seems harsh at first, but follow 
our simple guide and turn him into dead 
elephant! 

Dark Cloak has three different attacks. The 
toughest is when his head becomes big and he 
spits out three blue freeze-balls. These are tricky 
to dodge, try ducking to make yourself smaller. 


Q l have a few problems with Zelda III for the Super 
NES. Your guide helped, but I still don't know 
how to get the Ice Rod from the cave in the Light 
World. My other problem is recovering the Master 
Sword from the Lost Woods -1 can't get it out of the 
stone! Do I need one of the Pendants, and if so, which 
pendant? 

Joseph Monteiro, London 


^ m i“ ] F ■ m m f v j @ 
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Krusty the Klown is the most cynical chil¬ 
dren's TV presenter ever. 

A I always thought a Krusty was a bloke with 
a dog on a rope who drank cider! Hippies 
aside, the game is vast, but easily tamed. For infi¬ 
nite lives and a level select, on the password 
screen enter a space then the word JOSHUA. 


A The Ice Rod is in the cave at L3. To get into 
the cave, you have to bomb the loose rock 
Just to the left of the opening. Then you can pick 
up the Rod from the Treasure Chest... Easy. The 
reason you can't get the Master Sword from the 
stone, in the Lost Woods, is that you need not 
one, but all three pendants. I suggest you read 
the guide, in issues 14-16, more carefully. 


Q l have had Krusty's Super Fun House for quite a 
while now on my SNES. I'm not getting very far 
and wondered if you could give me some codes. I 
would be really thankful if you could do this for me. 

Stuart Dawson, Newcastle Upon Tyne 

I ~irair 




Action Replay codes 

There's a hotline for each format, open till 
5:30pm. Super NES Is on 0782 745990, 
Game Boy on 0782 745991 and NES on 
0782 745992. 


SIM CITY 

7E03F501 - Infinite Houses 
7E03F502 - Infinite Banks 
TACTIX 7E03F503 - Infinite 
Amusement parks 
7E03F504 - Infinite Zoos 
7E03F505 - Infinite Casinos 
7E03F506 - Infinite Landfill (Very useful) 
7E03F507 - Infinite Police HQs 
7E03F508 - Infinite Fire Stations 
7E03F509 - Infinite Fountains (Saves waiting 50 
years) 

7E03F50A - Infinite Mario Statue (Saves waiting 
forever) 

7E03F50B - Infinite Expo 
7E03F50C - Infinite Windmills 


TOTAL TACTIX 


7E03F50D - Infinite Libraries 
7E03F50E - Infinite Large Parks 
7E03F50F - Infinite Train Stations 


MORTAL KOMBAT 

7E04BD58 

7E04CI58 

7E04B9A1 

All three together will give infinite energy to 
player one 

7E04BBA1 

7E04BF58 

7E04C358 

All three together will give infinite energy to 
player two 


MARIO ALLSTARS 

Super Mario One and the Lost Levels 

7E075A05 - Infinite lives 

7E07EB09 - Infinite time - Switch off at end of 

level 

7E075606 - Fire Mario when Small 
7E11F5XX - Replace and vary XX to Change 
colour of Mario's hat 

7E07AFXX - Invincible, replace and vary XX to 

speed Mario's flashing up 

7E11F3XX - Replace and vary XX to change 

colour of Mario's clothes 

7FFB02XX - Replace XX with any number from 

0-6 for Level select 

7E075308 - To play on demo (SMB1 only). Flick 
switch on title screen. Use button B to jump. To 
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or jumping. This attack if survived is unlikely to 
be repeated. The other two attacks, are both 
charges. If Dark Cloak opens his mouth and 
screams then he is about to hop into the air 
above you - stay low. If his mouth is closed then 
he is staying on the ground. Run and Super Jump 
over him, then turn and fire. Look out for the 
attacks and keep firing at his head. It's tricky, but 
not nearly as tricky as the final boss. The only 
advice we will give you here is don't bother firing 
at him, just let the fat-boss jump up and down 
until he falls through the floor. 

A brilliant cheat for Super Adventure Island 
offers level and stage select. It can be accessed by 
waiting for the title screen and pressing R,R,X, 
and then Start. This will take you to an Options 
screen. 

Q l am having a rather frustrating time on Game 
Boy Lemmings, Level 13 on Fun setting. Can you 
help me, please x 1000. 

Lee Chapman, Leicestershire 

A We're not going to tell you how to complete 
Level 13- So Yah-boo. What we will tell you 
is that in Total 17, we published all the codes to 
all the levels on all the settings... Where were 
you! The code to reach Level 14 is KXLWYZ. Why 
solve it when you can skip it?! 

Q l can't get anywhere on Track and Field 2 for my 
NES. I feel out of shape and need some help. Any 

idea? 

Adrian Thomas, Oxford 


AMAZING SPIDERMAN 

083098FF - Infinite energy 
083099FF - Infinite web fluid 
03XYA6FF - Level select. Vary X. 

REVEMGE OF THE GATOR 

0103B0C0 - Inifinite balls 

MOTOCROSS MAMIACS 

010492C7 - Infinite Nitros 

SOLAR JETMAN 

0000 3DD4 with 00003ED0 - 

Infinite lives 

0000 3B0C -Planet 13 

WIZARDS AMD WARRIORS 

0000 760C - Invincible 

LIFEFORCE 

00008205 - Invincible force field 
00001ABC - Stop self-building walls 

BATMAN 

0000BE02 - Infinite lives 
0007000F - Crap music 
0007D1FF - Cool music 

PROBOTECTOR 

00003203 - Infinite lives PI 
00003303 - Infinite lives P2 
0000AA16 -Gun that fires up PI 
0000AA19 - For the ultimate gun PI 
0000AA17 - Gun that fires diagonally up PI 
0000AA10 - Infinite normal fire P1 
0000AA11 - Infinite machine gun PI 
0000AA13 - Infinite spread PI 


A Short of a proper diet, early nights and 
rigorous training, there isn't too much we 
can recommend. Here are a few codes though, 
which should help you skip levels. 

US: 54HLPHJNI 
Soviet Union: 2MISPZJPWS 
France: 5ZHDPZJ2S 
Great Britain: YAWWWHJ4S 

Q On your advice, I brought Mario All Stars, and 

came up trumps, what an ace game. A friend told 
me there is some way of actually reaching Level 9, was 


he right? 

Jeremy Smith, Southampton 



How fabulous is Super Mario All Stars? Very 
flipping fabulous. 


Level 9 is pretty tough to access. To reach 
the level you need to completely finish 
every level, including the Bowsers, without ever 
warping or saving the game. There's no known 
way round this one at the moment either. That 
should keep you busy! 


Q Can you help me on The Rescue of Princess 

Blobette for the Game Boy. I can't get past the 
first area, where you start. 

Greg Carson, Inverness, Scotland 

A Two facts. One - The Rescue of Princess Blobette 
is a dire game. Two - If you find the game this 
difficult you're probably not cut out for it. Palm it off 
to someone else and use the dosh to get a decent 
game! 

Q Please could you help me with Super Mario World 
for the SNES since I can never find all 96 levels 
and nor can my friends. 

Scott William Webster, Brechin, Scotland. 



Mario makes a hasty retreat as Giant Boo 
chases him through a ghost house. 


A There aren't actually 96 levels, there are 96 
gates. The way to get all 96 stars is to 
complete everything and use every gater. For 
maps of Super Mario World, check out Total 17. 



GAME GEIUIE 
CODES 

For the latest and hottest codes for almost 
every game under the sun, give the Game 
Genie Hotline a bell on 0843 231088 (till 
7pm). 


GB STAR WARS 

FF5-C1C-75B - All enemies disappear 

MEGAMAN 2 

008-CD4-E6E - Infinite lives 
09B-F8F-E62 - Ten lives 
A75-FDC-B30 - Infinite energy 
A7A-14C-A28 - Full power-ups 
A7A-14C-A28 - Infinite power to all Weapons. 

BART Vs THE JUGGERNAUTS 

3B4-B5A-67B Black squares no longer electrocute 

TURTLES 

FAC-C9C-4CI - Infinite lives 
017-6BF-E6A - Never get caught 




“ SLXGGLVI - Infinite lives 
ZKOZPALG - Infinite time 


TAILSPIN 

GZKGNKVK - infinite lives 
AAXEGPTA - Infinite energy 
PYVGUAAY - Start with $1,000,000 


DRAKKHEN 

Here's a handy code, that should get you a little 
further 

74336FD8 - Restores magic points 50 at a time 


BOULDERDASH 

00F-00C-19E - Infinite time 

KUNG FU MASTER 

003-E3A-3BE - Infinite lives 

ADDAMS FAMILY 

B68-688-3BE - Infinite swords 

STAR TREK 

007-02B-19E - Infinite torpedoes 

SUPER MARIO LAND 

95D-49C-E62 - Start with 96 lives 

DRAGON'S LAIR 

lENSGGAA - Last level (Dragon) 

KENSGGAA - Level 3 with infinite lives and fireball 



TACTIX 


PARODIUS 

3C80D70D - Infinite lives 
DD84DF67 - Always start new 
life with power pod 


SUPER OFF ROAD 

D4B0076F with 22B90DAF - Infinite nitros 
2BC267D7 - Infinite cash PI 
2B84D7AD - Infinite cash P2 


WAYNE'S WORLD 

It's not worthy! It's not worthy. If you've been stuck 
with this dire game, you may as well get the most out 
of it! 

C28F0704 - Infinite lives 
6DBBD428 - invincibility 
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Tired of that long trudge through the rain to get the latest 
issue of TOTAL? Want to save time, money and string? 
Well, subscribe and for a mere £27 you'll get get TOTAL 
delivered to your door and a free gift (but no string). 

So, how do I subscribe, then? 


1 Choose your free gift. Subscribe to 
TOTAL and choose either: 

•A free Game Boy Holster; or 
•The TOTAL binder - perfect for 
keeping all those issues in; or 
•The stylish TOTAL enamel badge 
plus the exclusive TOTAL T-shirt! 

2 Fill in the form below, ticking 
your choice of free gift. 

3 Enclose a chequefor £27, or let us 
have your Visa/Access details. 


Stick the form and cheque into 
an envelope (no stamp - it's 
Freepost) and send it to: TOTAL 
Subscriptions, Future Publishing, 
FREEPOST, Somerton TA11 7BR. 

5 Lie back and think of England. In 
a few weeks time your first copy 
of TOTAL will arrive wrapped in exotic 
silver bag accompanied by the latest 
issue of the utterly exclusive Fat 
Frankie's Subs Clubs newsletter. 


Any problems: TOTAL Subscriptions, Future Publishing, Somerton TA11 7BR. Tel: 0458 74011 


Get every copy of TOTAL for a whole year 
- plus a top free gift of your own choice! 

• Which freebie, then? OHand over the readies 

□ Konix Game Boy holster; or □ Cheque (to Future Publishing Ltd); or 

Q TOTAL enamel badge and TOTAL T-shirt* □ Visa/Access • Expiry date □□□□ 

* □ Compact □ Perfect □ Fat □□□□ □□□□ □□□□ □□□□ 

• And just who are you? Signed. 

Name . 

Date . 

Address . □ Tick if you don't want mail (special offers and 

so on) from other companies 

• And send them off to us 

.Postcode . Send this form* (don't forget the cheque 

~ if that's how you're paying) to: 

• Are you foreign, or what? TOTAL Subscriptions, Future Publishing Ltd, 

FREEPOST, Somerton TA11 7BR 

□ £27 (UK) □ Europe £44.95 (airmail) □ Rest *You don't need a stamp if posting in UK 

of the world £59.95 (airmail) tot/mg/ii 93 • use form by 30/11/1993 

EC customers registered for VAT, please quote your registration number. 













































SUPER NES 






•OT5 

TOT/ 
ose oi 


oiia Prince of 


Peiaia. Er, right. 


ISSUE 10 • code: TOTIO 

Cop this! We've got Robocop 2 on NES 
and GB, Super NES Robocop 3 preview, 
and FREE Roboposter! 


ISSUE 11 • ccMie: 




ISSUE 22 • code: TOT22 ^ 

The Zombies are on the *oose. 

pH.satrioofDracuIas-.Aargh! 


How to complete your TOTAL collection 

Rush me the following issues of TOTAL (tick what you want): 

T0T4Q TOTSQ TOTSD T0T7Q TOTSD TOTIO □ T0T12a TOTIBD TOTMQ 
TOTIBD TOTieD TOTITD TOTISD TOTIOQ TOT20Q TOT21 □ TOT22Q 
Please send me Q TOTAL binder(s) at £5.99 each 

I enclose £3.00 (make cheque payable to Future Publishing Ltd.) for each issue ordered. 

Special offer: any two for £5; any three for £7! 

Name. 

Address. 


Postcode 


ISSUE 17 • code: TOT17 

We find The Lost Vikings on Super NES 
and tell you everything you wanted to 
know about Mario! Free Mario badge! 


ISSUE 18 • code: TOT18 

Alien^ on Super NES and NES, plus Game 
Boy Aiien3 tactix! Aiien^ on Super NES 
and NES, plus Game Boy Alien^ tactix! 


ISSUE 19 • code: TOT19 

Mario goes to Hollywood - and we've 
got all the details! Plus Bomber Man > 
the best four-player Super NES game! 


TOTAL Back issues. 

Future Publishing, 

Somerton, Somerset TA11 7BR 
Tel: 0458 74011 


■vt:b Super Mario 
Kart, GB Parasol Stars, and more! 


ISSUE 12 • code: TOT12 

The Force is with us - we've got GB Star 
Wars, NES Empire Strikes Back and SNES 
Star Wars! Plus Super Mario Land 2! 


ISSUE 13 • code: TOT13 

Hey, Mickey, you're so fine! Mickey 
Mouse works his magic on the Super 
NES! Plus Desert Strike and Madden '93! 


ISSUE 14 • code: TOT14 

New Nintendo gamers start here! We've 
got a shoot 'em up special and stonking 
reviews of Super NES Spindizzy Worlds 
and Game Boy Lemmings! 


ISSUE 15 • ciMie: TOT15 

We're simply plane crazy this month - 
take to the skies with Turn And Burn, 
FIS Strike Eagle and Top Gun! 


ISSUE 16 • code: TOT16 

Spook! The Addams Family go batty on 
Super NES, Game Boy, and NES! Plus 
four-page in-depth StarFox review! 


lyoifv send this form (don't forget the dosh!) to: 

TOTAL Back issues, Future Publishing, Somerton TA11 7BR 






















Buying? Selling? Swapping? Just 
want to see your name in print? It's 
all happening in Reader Ads. 


Sales 


• Super NES Street Fighter Turbo, Japanese 
version, unwanted gift, £39. Ask for Thomas. 

Tel: 071-413 9925 

O GB games, FI Race, Super RC Pro-Am, 
Castlevania II, Double Dragon, Pitfighter, 
boxed, good condition, £15 ono (each). Also 
unboxed. Solar Striker and Baseball, £7 ono, or 
will swap three for one NES game. 

Tel: 0283 585766 

• Bargain package, seven top GB games. Battle 
Of Olympus, Lemmings, Star Wars, Phantom Air 
Mission, The Flash, FI Grand Prix and Tetris. All 
perfect, only £89. That's an average of £13.71 
per game. Will not split. 

Tel: 081-514 0892 

• GB games for sale. Alleyway, Gauntlet II, £15 
each. Dr Franken, Prince Valiant, £17 each. 
Game Genie £25. Ask for Tony. 

Tel: 0909 722717 

• Game Gear for sale, £50, inc. Mickey Mouse, 
also adaptor. 

Tel: 081-830 2097 

• Game Boy for sale, £50, inc. Balloon Kid, 
Mario 1 and In Your Face. Game Boy boxed. 

Tel: 081-830 2097 _ 

• NES for sale with 15 
games, controllers, a gun, an 
NES Advantage, a Game 
Genie and a 13" x 10" games 
box, for only £199. 

Tel: 0202 891823 


• Will sell Street Fighter II music on CD or tape 
for just £5.99. 

Tel: 071-272 0171 

• Almost new Super Nintendo with Street 
Fighter II, £100. Phone Tom. 

Tel: 0404 87437 

• SNES games for sale. Super Mario Kart £20, 
Super Kick-Off £20 and Zelda III £19. 

Tel: 0843 46010 (evenings) 

• Game Boy with six games. Game Genie, link 
cable, all boxed with instructions, £140. Krusty's 
Super Fun House (UK, also boxed) £30 ono. 

Tel: 0602 615523 

• Hi! I have PR Mario and Super Off Road, 
boxed, and SMB1 + Duck Hunt + Zapper, not 
boxed. You can buy separately or all for £60, 
worth £115! 

Tel: 0727 861860 

• Another World for sale (UK version) in good 
condition, with box, sell for £30. 

Tel: 0252 511776 

• SNES, two control pads, AV cables, converter, 
StarFox (US), SFII (UK), Super Ghouls And Ghosts 
(US), Super Probotector (UK), Super STar Wars 
(US), Super Soccer Champ (US), £350. 

Tel: 0204 77522 

• Game Boy games for sale. Batman 2 £15, 
Turtles 1 £11, Mario Land £8, Terminator 2 £14 
and Football International £15. Ring now! 

Tel: 0252 310996 

• I've got a Game Boy and three games for 
sale! The games are Tetris, Nintendo World Cup 
and Fortress Of Fear. All for £50. 

Tel: 0484 715682 

• NES for sale, £30. SMB3 £20, SMB1 £15, 

Blades Of Steel £20 and Low G Man £18. 

Tel: 081-876 1922 

• For sale. Desert Strike £20, Populous £15, 
Starwing £30, SFII £15, Super Tennis £20. 

Tel: 061-485 9409 

• NES for sale with 17 top games and various 
accessories, including Game Genie and US 


adaptor, all reasonable offers considered. 

Tel: 081-804 6643 

• NES, warranty till Dec '94, two joypads, joy¬ 
stick, Zapper, nine games (inc. Super Mario Bros. 
1 + 3, Micro Machines + Elite) £180 (will split). 

Tel: 0246 418936 

• Game Boy with eight games. Handy Boy, 
mains adaptor and Nuby carry case, exc. condi¬ 
tion, all original boxes + packaging, worth £250, 
sell for £110. 

Tel: 0738 442457 

• NES for sale, two controllers, Zapper gun + 
seven games! All in good working order, £80 
secures. Phone after 6pm. 

Tel: 0382 76099 

• SNES games for sale, games include Contra III, 
Tiny Toons, Final Fight and many more. If inter¬ 
ested, please ring and ask for Wing Sing. 

Tel: 0502 561103 

• Great deal. A Spectrum +3 computer with 
two joysticks and number of games, ail for £35. 

Tel: 0736 765375 

• For sale, SNES games. Chuck Rock £25 (US), 
Raiden £25 (UK), F-Zero £25 (UK), Aliens £45, all 
boxed with instructions or may exchange. 

Tel: 0767 317243 

• Game Boy for sale, Magnilight, eight games, 
Mario, Mega Man 1 + 2, Robocop 2, Tetris, 
Paperboy, King Of The Zoo and Double Dragon 
2, sell for £120. Ask for Sam. 

Tel: 0925 756222 

• UK SNES with three control pads, Datel 
adaptor, dust cover, Mario 4, Mario Paint with 
mouse, sell for £180, worth £275. 

Tel: 0702 293892 

• Super Mario World for sale, no box or instruc¬ 
tions, £26 ono (PAL version). 

Tel: 0884 277506 

• Commodore 64 for sale, perfect condition, 
includes introductory cassette, two joysticks, 20 
games which include Golden Axe, Paperboy, 
and Indy Heat, all boxed. Worth £200, sell for 
£100 ono. Phone and ask for Sunny. 

Tel: 081-571 9408 

• SNES games for sale, Sim City and Mario 4 for 
sale for £55 ono. 

Tel: 081-657 4366 


• Atari ST 520, SO original 
games, a mouse and two 
great joysticks, £160 ono. 
Tel: 0234 213987 


• Excellent ZX +2 Spectrum Sinclair with over 50 
games (tapes). Inc. fab game. Turtles, £50 ono. 

Tel: 0322 660986 

• UK SNES game for sale. I'm willing to sell my 
excellent two-player game. Top Gear (93% in 
TOTAL), for just £30, perfect condition. I must 
be mad. Ring and ask for Pete. 

Tel: 081-857 8654 

• SNES with 11 games inc. SFII, SMK, Starwing, 
SMW, Mario Paint + two joypads, £350. 

Tel: 0245 466615 

• Swap Super NES with 10 games for 386 PC or 
similar. Ring Frank. 

Tel: 0225 335948 

• SNES games for sale. Actraiser (US), two 
months' old, £25, Probotector (UK), four months' 
old. Super R-Type (UK), five months' old, £20. All 
boxed as new with instructions. 

Write to: Paul Connor, 18 Stonebarn Lane, 
Palacefields, Runcorn, Cheshire 

• Game Gear, mains adaptor, three games, inc. 
Mickey Mouse 2, Marble Madness, boxed, good 
condition. Worth £170, sell for £115. 
Surrey/Hants. 

Tel: 0252 792426 


• Mega Drive, five games, four joypads, 
unboxed but in fab condition, £130 ono. 

Tel: 0759 372564 

• UK, US and Jap SNES games, Mario 4, 
Starwing, SFII, JM '93 + Sim City, from £10. 

Tel: 0473 735605 

• For sale, £115, Game Gear, three games, 
mains adaptor, boxed, good condition. Phone 
Jonty. (Surrey.) 

Tel: 0252 792426 


• SNES for sale with nine 
games (inc. Starwing, SFII + 
Alien3). Will sell for £350 
ono. Ring John between 
5pm and 7:30pm, Mon-Fri. 
Tel: 081-563 7126 


• Magazines for sale. Mean Machines issue 10, 
TOTAL issues 2-20 minus issues 14 and 17. All 
magazines £1.20 each, five for £5 and 10 for £9. 

Tel: 0604 642951 

• Four Game Boy games for sale. Ring and ask 
for Matthew. 

Tel: 0753 682380 

• SNES games for sale (UK), R-Type £18, Super 
Soccer £22, Star Wars £35, boxed, instructions. 

Tel: 0726 851761 

• NES stuff for sale, Zapper (with no games) 

£20, SMB2 £20, SMB3 £25, To The Earth (Zapper 
game) £20, Marble Madness £10. Phone after 
6pm. Ask for Paul. 

Tel: 0452 614884 

• Game Boy + four games (all boxed with 
instructions) + black carry case, worth £135 but 
I'll sell for only £85. 

Tel: 081-691 0354 

• SNES for sale, five games including Starwing 
and Super Mario Kart, £250. 

Tel: 0363 877244 

• Tennis (95%) and Spider-Man (85%), both GB, 
boxed as new, £10 each ono or swap for a SNES 
game or Action Replay. Call after 4:30pm and 
ask for Richard. 

Tel: 081-986 1710 

• NES for sale, seven games inc. Super Mario 1 
+ 3 and Snake, Rattle 'n' Roll, Zapper and Duck 
Hunt, two joypads, all boxed with instructions. 
£90 the lot. Ask for Tim. 

Tel: 0284 830484 

• Atari STEM, 0.5 Meg, 50 games, two joysticks, 
one mouse + mat, 30 mags with cover disks, also 
First BASIC, only £175 ono. 

Tel: 0955 5197 

• NES, two controllers, eight games, top titles 
like Mega Man 2, Batman. Also, an Amstrad CPC 
with games, NES, £150 ono. Amstrad, offers. 

Tel: 0334 77749 

• NES for sale! Six games, including Chip 'n' 
Dale, Snake, Rattle 'n' Roll + Mega Man 2, 
Zapper gun + Game Genie, all boxed, as new, 
just £160! (Phone evenings.) 

Tel: 0379 88746 

• Lynx II + Dracula, California Games, Hard 
Drivin' + 14" TV, £130 ono. SNES games, £25 
each, Mario Kart + F-Zero. Sonic 1 for Game 
Gear, Mickey's Chase for Game Boy, £10 each. 

Tel: 0582 666354 


• A two-year-old NES Action 
Pack for sale, also with 
SMB2 + 3 for £85. Also is a 
free mystery gift. Do not 
worry about any strange 
foreign languages. [Eh?] 
Phone Hoon between 6pm 
and 8:30pm. 

Tel: 081-542 3545 


• For sale, NES, seven games, 4-Score + four 
controls. Game Genie, games inc. Probotector + 



TOTAL! ■ ISSUE TWENTY-THREE ■ NOVEMBER 1993 


SMB2 + free gamestorer. All this for £150 or an 
offer. All offers accepted. 

Tel: 0743 750748 

• Game Boy games for sale. Chase HQ £8, Duck 
Tales £9, Super Mario £10, Navy Seals £10 
(instructions for Navy Seals) ono. Ask for Luke. 

Tel: 0279 842872 

• Striker and Super Soccer for sale, £50 for 
both, no offers. First offer secures games. 

Write to: 41 Marian Court Link Street 
London E9 6DT 

• NES for sale with 16 games including SMB1 + 

2, RC Pro-Am, also with two controllers, 
lightgun and RDB The Robot, most instructions 
included, £100. Phone Jerry. 

Tel: 0295 768180 

• Boxed NES with 10 games, including SMB1 -i- 

3, New Zealand Story, Duck Tales, Kick Off and 
Chip 'n' Dale, £80 or swap for three good SNES 
games. Ask for Anthony. 

Tel: 0708 865466 

• Game Boy, 12 games, two carry cases. Game 
Light and four-player adaptor, includes FI Race, 
Terminator 2 and Robocop, £170 ono. Ring and 
ask for Neil. 

Tel: 0623 646694 

• Mags! Mags! Mags! TOTAL 1, 9 to 20, NMS 1, 
2, 8, 9, C-eVG 132, 133, 134, 138, Super Action 
10, 11, SNES Force 1. All mags in mint condition. 

Tel: 0208 78296 

• 6’ X 3' snooker table, full set of balls, cue, 
chalk, scoreboard, the lot for £35, excellent 
condition too. Also, SNES games and Action 
Replay wanted. 

Tel: 0208 782966 

• Street Fighter II for SNES, UK version, 
unboxed with instructions, £35. Phone David. 

Tel: 081-850 5734 

• SNES sale. Out Of This World (US) and 
Wrestlemania (UK), £25 each ono. Ring and ask 
for James. 

Tel: 0322 340939 


• Amstrad CPC464, green 
screen, lightgun, joystick, 
125 games, NE5, Mario 1, 2, 
3, Turtles, Dizzy, two 
joypads, all boxed. NM5 2- 
12, no free gifts, worth over 
£800, sell £400. Must collect. 
Tel: 0767 681351 


• SNES games, boxed + instructions, £20-25. 
Games inc. Starwing, Mario Kart, Zelda III. Game 
Boy + two games, £35. 

Tel: 0344 773840 

• NES for sa|^ with six games, worth over £200, 
sell for £100, all boxed. Phone after 6pm. 

Tel: 0284 850817 

• Game Boy with 10 games + car adaptor + 
carry case + light magnifier, all for £160. 

Tel: 0420 58200 

• Zelda III for SNES for sale, only £28. Also, NES 
games. Chip 'n' Dale £23, Captain Planet £10, 
Low G Man £10, Duck Tales £17. Phone now. 

Tel: 0782 750880 

• Game Boy + rechargeable battery pack/AC 
adaptor. Handy Boy and Tetris, Dr Franken, 
Arcade T2, Tennis, Star Wars, FI Race, all boxed, 
£155 ono. 

Tel: 0832 3658 

• Game Gear for sale with 10 games, including 
Aliens, Shinobi 2, Sonic 2, Streets Of Rage. Also, 
Action Replay Pro and various accessories, £280. 

Tel: 0600 860412 

• Street Fighter II for sale, £45. Also, Super 
Tennis for swap, any game apart from Mario 
World, Mario Kart. 

Tel: 0747 871367 

• Game Boy for sale + 11 games, inc. Super 
Mario Land + Batman with amp, light, mag- 
glass, carry case, fully boxed, vgc, cost new 
£350, sell for £195. Phone Andrew. 

Tel: 0663 742428 
















• For sale, Action 52 cart for NES. All the games 
you could ever want for very little money. 
Brand-new, never been used. Bargain at £40. 

No offers. Ring after 6pm. 

Tel: 0225 445916 

• Game Boy + 13 games inc. Tiny Toons, Prince 
Of Persia + soft pak. Worth £395, sell for £150. 

Tel: 0492 572294 

• Game Genie and game for sale. Game Genie 
boxed with book. Worth £40, sell for £35. 

Tel: 0306 740149 (ask for Bob) 

• Game Boy for sale, includes five games and 
light/magnifier, £75 ono, or swap for two good 
games. Hurry, I need the money. 

Tel: 0458 74241 

• Super NES for sale with four games, stereo 
adaptor, two joypads. Games are Street Fighter 
II, Lemmings, Mario World and Super R-Type, 
plus mags 2-9 and 11-21. Phone Brendan. 

Tel: 0483 488961 

• NES with two joypads and nine games, inc. 
SMB1 + 3, Top Gun, Bionic Commando, Krusty 
and Bart Vs The World, £100. 

Tel: 0892 521942 

• Game Boy as new with eight top games + 
Magnilight, worth £240, will sell £149 (will sell 
games separately). Phone Leo (after 4pm). 

Tel: 0708 229992 

• I will sell my Nintendo with 10 games, SMB1, 
3, Low G Man etc., two control pads, one 
Zapper, £170. 

Tel: 0924 865041 

• For sale, a Rhapsody - new version - stereo, 
fast forward (cassette only) + earphones, only 
£20. Phone Dev for details. 

Tel: 081-204 0609 

• For sale, a brand-new Walkman, cassette only 
+ earphones, only £39.99 (we might be able to 
reduce the price). Phone Dev. 

Tel: 081-204 0669 

• For sale, Kenwood car stereo, model 
KRC/3520, lots of features, including Dolby NR, 
auto-reverse, no case or brackets, £70. Phone 
Lam Tang at Future Publishing. 

Tel: 0225 442244 


Swaps 


• Swap SMB3 (NES) for Probotector 2 (NES) or 
WWF Steelcage Challenge. Ask for Jamie. 

Tel: 0865 66099 

• Hi, I have Starwing which I would like to 
swap for Super Swiv. I also have a GB Pro Action 
Replay to sell for £20. Call and ask for James. 

Tel: 0772 611644 

• I will swap my NES (with SMB1, 2 + 3, 

Rainbow Islands 2, Snake, Rattle 'n' Roll + 
others) for SNES + Super Mario World. 

Tel: 0420 474208 

• Is anyone bored (yawn) with Battletoads, 
moaning at Micro Machines or just cheesed off 
with Chip 'n' Dale? If so, give one to me and I'll 
give you New Zealand Story. 

Tel: (Rayleigh, Essex) 772258 

• Swap my Another World (US) or WWF (UK) 
for your Super Star Wars. 

Tel: 0377 257030 

• Does anyone want to swap their US SNES for 
my UK (PAL) one? If so, call David. 

Tel: 0704 67744 

• I will swap my (SNES games) Mickey Mouse 
for Starwing, Tiny Toons or WWF Royal Rumble 
for NHLPA Hockey (ask for Gar). 

Tel: 0224 702151 

• (SNES) I will swap Tiny Toons or Addams 
Family for Sim City. 

Tel: (Ditchling) 846972 

• I will swap my Game Boy and three games for 
Striker for the SNES or sell for £50. Phone week¬ 
days and ask for Michael. 

Tel: 0484 715682 

• Game Boy cartridge swap. I have WWF 
Superstars, Gargoyle's Quest. Will swap for 
Skate Or Die or Probotector. 

Tel: 0442 834434 

• Game Boy cartridge swap. I have Boxxle, 
Castelian and Mysterium. Will swap for Mega 
Man 3, Alien^ or Bubble Bobble. 

Tel: 0442 834434 

• I will swap Dr Franken or Nintendo World 
Cup or straight cash for Revenge Of The 'Gator 
- all Game Boy. Over and out. 

Tel: 0909 568145 

• To swap. Game Boy + light link leads + four 
games, Prince Of Persia, NES + two controllers. 


joystick, four games. Gauntlet II and money for 
Amiga 800 (+1 Meg update), mouse etc. 

Tel: 0204 692918 

• (NES swap) I would swap Robocop 2 for 
Lemmings. Ask for Glenn. 

Tel: 081-857 0361 

• Swap Game Boy + 26 games + Game Genie + 
FI adaptor for SNES with two controllers + 
eight games (SFII). Ring Virdee any time. 

Tel: 0831 139558 

• (NES) I will swap Kid Icarus and WWF 
Challenge for any of these: Duck Tales, Super 
Mario 2 or Bart Vs Radioactive Man. 

Tel: 0734 313936 

• I will swap my pocket colour TV for a Game 
Boy with games. Ask for Andrew Ross. 

Tel: 0706 526860 

• Hi, I will swap Ghostbusters II for Konami 
Hyper Soccer. Ring Adam, 8-9pm, Wednesdays. 

Tel: 021-550 6621 

• I will swap Dragon's Lair (SNES) for Super 
Tennis. Also, Game Boy games. Mega Man, Dr 
Franken, Castlevania I, Harmony, Battletoads, 
swap for GB Golf, Tennis, Revenge Of The 
'Gator, Nemesis 2, Super Hunchback. Handy 
Boy, boxed as new, swap for RC Pro-Am or GB 
Action Replay. (Wirral, Merseyside.) 

Tel: 051-342 1236 

• I will swap Tiny Toon Adventures for 
Pilotwings. Also, Sim City for similar game. 
Graham, Halifax. 

Tel: 0422 345609 

• I will swap my Lemmings (SNES) for Bubsy, 
Buster Busts Loose!, Krusty's Super Fun House, 
Lost Vikings, Parodius or Spindizzy Worlds. 

Tel: 0503 72649 

• NES games to swap. I have got Kick Off, 
Eliminator Boat Duel, Smash TV, Gauntlet II and 
Super Sports Challenge. Swap for any decent 
NES games. Ask for Scott. 

Tel: 0374 271521 

• Hi! I will swap my Super NES (UK) UN 
Squadron for Royal Rumble or Wrestlemania. 
Please ring me (ask for Ross). 

Tel: 0207 570502 

• I will swap Bubble Bobble (NES) for Tetris 
(NES) and manual, please. Phone after 3:30 and 
ask for John. 

Tel: 0233 639109 

• I want to swap Joe 'n' Mac for Super Mario 
Kart (UK). Will pay up to £10 for exchange. 

Tel: 0938 570251 

• I will swap my (UK) Super WWF (boxed + 
instructions) for your Mario Kart or any other 
decent game. Phone after 6pm (E. Yorkshire 
area only). 

Tel: 0262 672069 

• I will swap Robocop 3, Super Conflict, 
Pilotwings, Lethal Weapon, Super Ghouls 'n' 
Ghosts, Bart's Nightmare, Taz-Mania, Home 
Alone 2 (all US), Krusty's Super Fun House, 

Super WWF (UK), Wayne's World (US). 

Tel: 01049 30 3755195 


• I will swap my Spider-Man And The X-Men 
for the SNES for any other decent SNES (UK or 
US) game. Telephone after 4pm. 

Tel: 0608 650100 

• I've got Adventure Island and R-Type (SNES 
UK). I will swap them for Tiny Toons, Alien^ or 
Star Wars, UK only, boxed and instructions. 

Tel: 0295 720497 (evenings only) 

• SNES swap, anybody? Super Tennis for Super 
Star Wars or any other good games. 

Tel: 0706 342656 

• I will swap Off-Road for any game or 
Robocop 2 for Double Dribble. Ask for Gary. 

Tel: 091-264 0058 


Wanted 


• Wanted, Super Pro Fighter and Safeguard 
cart for Super NES. 

Write to: Gilles G^rin, 56 rue Bataille, VDC 
Noumea, New Caledonia 

• Wanted, Mega Drive with 10 games. Swap 
my Neo Geo. Also, Mega Drive games wanted. 
Phone Brian after 2pm. 

Tel: 0463 221173 

• (Mega swap.) SNES swaps, tons of great titles, 
including Batman Returns, Cybernator, 
Starwing, Bubsy and Star Wars! Phone for more 
games. Swaps £4. Call after 4pm. 

Tel: 0436 821520 



• I'm looking for a pen pal aged 11-13 who 
likes Super NESs or Game Boys or fast cars or RC 
cars or model cars, as many as possible. 

Write to: Keir Body, Kittiwake Cottage, 
Scarskerry, Thurso, Caithness KW14 8XN 

• Hi, I'm looking for a pen pal aged 10-11, male 
or female, who is interested in SNESing and 
pets (photo if possible). 

Write to: Katie Houghton, 34 Greenfields 
Crescent, Ashton-in-Makerfield, Wigan, 
Lancs WN4 8QZ 

• Hi, I'm Michael, I am looking for a pen pal 
aged 10, male please. My hobbies are football 
and karate. I own a Game Boy and NES. (Photo 
if possible.) 

Write to: 100 Ambleside, Bedgrove, 
Aylesbury, Bucks HP21 9TX 

• Tim here. Male pen pals if possible, have to 
hate Sonic and like NES, SNES, Game Boy, photo 
if poss, please. 

Write to: Timothy Hart, 7 Treveryn Parc, 
Budock Water, Falmouth, Cornwall 
TR11 5EN 

• Hi, I'm Joanna, I want pen pals (m+f) aged 8- 
10. I have a Game Boy, and getting SNES. Photo 
if possible. I will reply to all. 

Write to: Joanna Simmons, 8 Floriston 
Gdns., Stanmore, Middx HA7 2EP 

• I'd like to have a pen pal who has a good 
sense of humour and likes computers. 


Write to: Alexa, 2 Yare Valley Rise, 
Brundall, Norfolk 

• Hi, my name is Daniel (age 11). I am 
looking for a pen pal aged 10 and upwards. My 
hobbies are football. Super NES. Boy or girl, 
photo if possible. 

Write to: Daniel West, Santara, Gladstone 
Road, Burgess Hill, West Sussex RH15 

• Hi, my name is Jonathan. I'm looking for a 
pen pal (m/f) aged 11-12. My hobbies are 
drawing and reading. I own a Game Boy. Photo 
if possible. 

Write to: Jonathan Moeller, 222 Underhill 
Crescent, Abergavenny, Gwent NP7 6DU 

• Hi, my name's Karl. I'm looking for a pen pal 
aged 9-12. I like computers and a joke. Photo 
if possible. 

Write to: Karl Hancox, 117 Heath Road, 
Bedworth, Warks CV12 OBJ 

• Tim here. Male pen pals if possible, have to 
hate Sonic and like NES, Super NES, Game Boy, 
photo if possible, please. 

Write to: Timothy Hart, 7 Treveryn Parc, 
Budock Water, Falmouth, Cornwall 
TR11 SEN 

• Yo, a plea to a sad, lonely princess of 
madness, write to the prince of madness. All 
letters will be answered. 

Write to: Robert Stuart-Evans, 

44 Mafeking Avenue, East Ham, London 
E6 3BH 

• Wanted! Anyone aged 10-100 for a mad 
Nintendo and music fan's pen pal. Every letter 
will get a reply. 

Write to: Charlotte Poulton, 2 Fulbourn, 
Eureka Road, Kingston-upon-Thames, 
Surrey KT1 3JQ 


Messages 


• Do you read Christopher Pike books? If so, 
contact me (my name is D. Day). 

Tel: 081-204 0669 

• Happy birthday to Dean and Stephanie 
Mobbs in Oz. Love Mum and Dad. 

• Hi Staplehurst Peace from Tony. 

• A big thank you to Matthews Motors, 
Rhondda Valley, from the TOTAL tips guru. 
Weaver Of The Valley. 

• Richard Melton, you forgot your address, 
please write back with it to Simone. 



• GB Power-the cool mag for Game Boy 
owners! For the latest issue, send 40p and a 
stamped addressed envelope to: 

GB Power, 4 Lynngarth Drive, Kendal, 
Cumbria LA9 4JA 

• Konami Gamer comes out on the 3rd of each 
month - Game Boy, Mega Drive, SNES and NES. 
Send an A4 sae and £1 to: 

Konami Gamer, 3 Bluntswood Road, 
Haywards Heath, West Sussex RH16 1ND 


To place an ad in TOTAL, write it in 
BLOCK CAPITALS on the coupon (no 
need to put your phone number in 
the text of the ad) and send it to: 


You can pay by cheque or Postal 
Order, made payable to Future 
Publishing - please do not send cash! 
Don't forget to say which classifica¬ 
tion you want your ad to appear in - 
the classifications available are 


Remember, we yvork at least a month ahead 
of the date of publication. To have a chance 
of getting your ad in the December issue of 
TOTAL (out November 18), try and get it to us 
by October 1 


No trade ads accepted - so don't 
even try it! 


I'm a reader and I want to say... 


Details (Relax, we won't print your 
address - unless you're placing an ad for 
pen pals) 


Write your message in here 

Remember to use BLOCK CAPITALS 


Name.... 
Address . 


. Postcode. 


Tel 


Parental signature 

(Get your parent to sign if you're under 16) 


Classification 


Tick if you're a subscriber 


□ 
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BIG MONEY 

FROM GAMES 

Work from home. Earn big 
money every week selling our 

m(^i^ ©(o)K]g(o)[L[i 

Via our National and Local 
press advertising. Fantastic 
value for money deal, 

TEtEPHOH!F ESSEK'Tii' 

For full details send an 
A4 SAE to: 

[DD®[l©'f ACT©)) 

St. Brides Msgor 
Mid Glamorgan 
CF32 OSD 



I Just send us your naked cart 
& we will exchanae it for a 
game with a similar rating 
I fyou may send us a list of 
games you don't want). 
Games are rated according to 
scores given in mag reviews. 

£2.50 per swap irx: P&R 

TpI- (Yll *^1 

(MON-FRI, 11 AM-7PM/SAT10AM-6PM) 
PO BOX 490, Edinburgh, EH11 2RD. 

Please make cheques payable to Swap City. 

'iV SNES & Gameboy ONLY. 

SNES owners... Please tell us if you do not have 
a universal adaptor. This way you won't be sent a 



TEI/FAX: (0708)478932 
iVWP (MAIL ORDER ONLY) 
CHEAPEST PRICES 
AROUND!!! 


16 Diban Avenue 
Elm Park 
Hornchurch 
Essex RM12 4YE 


Blues Brothers.£33. 

Battle Soccer.£45.99 

Camel Try.£30.99 

Contra Spirits.£30.99 

Final Fight II.£29.99 

First Samurai.£38.99 

Human Grand Prix.£41.99 

Batman Returns.£29.99 

Dead Dance.£37.99 

Exhaust Heat II.£42.99 

Mickey Mouse.£50.99 

Pebble Beach Golf.£38.99 


JAP GAMES 


Pop 'N Twin Bee.£41.99 

Prince of Persia..,....£24.99 

Street Fighter II Turbo....£79.99 
Super Bomberman '93...£53.99 

FI Circus Limited.£43.99 

Formation Soccer.£45.99 

Rushing Beat Run.£29.99 

Star Fox.£42.99 

Super Pang.£35.99 

Super Star Wars.£38.99 

World Heroes.£61.99 

Joe & Mac 2.£37.99 


PLUS MANY MORE JAP / US GAMES. RING, WIRITE OR FAX 

FOR A FREE PRICE LIST. P&P £1.50 PER GAME. 

MAKE CHEQUES & P.O.'S PAYABLE TO M.J. DREAM CONSOLES 



KINGBIT GAMES .M 


EDINBURGH S CONSOLE SPECIALIST ' 




SUPER NES ALL £24.9 9 
ADDAMS FAMILY, TOYS, GRADIUS III 
KRUSTYS FUNHOUSE, CALIFORNIA GAMES 
+MANY MORE CRAZY PRICES 
GAMEBOY FROM £14.99 
JETSONS, BATMAN RETURNS, HIT THE ICE 
SOCCER MANIA +MANY OTHERS 
WE HAVE MANY NEW AND 2ND HAND GAMES. 

PLEASE PHONE FOR PRICES. 


M MON-SAT lOam-Som 
ST UAMES THIN BOOKSHOP) 
lINBURGH, EH2 2JQ 


OPEN MON-SAT 10am-5i 
57 GEORGE ^ 

EDINBV _ _ 

MAIL ORDER WELCOME 







mu 






’MOW:: 


UNES 

PGEASE HAW A FEN AHh f 


CALSTDST 36 P PER MIN CHEAP RAIL-dBP PER Mihi-ATLAI-u nmPggnaPS .- -PPfe 
PERSON-PAYING THE FWONE BILLOnORE YOU MAKE THIS CALL- MAXIMUM#^ LEt^GTHS 7 , 
CHEAP^ ^ T £-&- Tv 98 FOR THEXOMPEJniON LINES. MAXIMUM CALL LEfcJGTH 6 MINS,T^SJaMUM 
FOR CONSOLE HELPUNES. FOR A COPY Qf-OUR RUEES'At'ID An^lSrtiPiaihfflERW .SE^ A SAj 
ST ALBANS AL 1 3 DE. ALL COMPETITIONS CL£^.ON-THE ISTH NOVEMBEa|Hi|»^L-j - 


‘ '•'■1 111'.'',. 



ADAPTOR (runs STAR FOX) ... £ 12.00 £ 10.00 IF PURCHASED WITH ANY GAME 

GAMES 


BATMAN RETURNS (UK) 

£46.00 

BATTLE GRAND PRIX (US) 

£47.00 

BEST VERSUS BEST 

£47.00 

CASTLEVANIA IV (UK) 

£35.00 

CYBERNATOR (US) 

£48.00 

DESERT STRIKE (US) 

£46.00 

JOE AND MAC 

£35.00 

LEMMINGS (us) 

£35.00 

LETHAL WEAPON 

£35.00 

MARIO ALL STARS (UK) 

£ 43.00 

MARIO ALLSTARS (US) 

£ 54.00 

MARIO KART (UK) 

£36.00 

MICKEY'S MAGICAL QUEST 

£49.00 

MORTAL KOMBAT (UK) 

£53.00 

PILOT WINGS (US) 

£42.00 


PUCSLEY SCAVENGER HUNT (UK) £40.00 

SHADOW RUN (us) £54.00 

spiderman/xman £30.00 

STARFOX (us) £47.00 

STARWARS (us) £48.00 

STREET FIGHTER II TURBO (UK) £ 52.00 

STREET FIGHTER II TURBO (US) £ 60.00 

STRIKER (UK) £39.00 

SUPER BOMBER MAN + MULTI TAP (US) £CALL 

SUPER lAMES POND (UK) £30.00 

TECHMO MBA BASKETBALL (US) £50.00 

THUNDER SPIRITS (US) £42.00 

TINY TOONS (US)/ (UK) £46.00 

ZELDA III £42.00 


OTHER TITLES AVAILABLE AT BEST PRICES. PART EXCHANGE WELCOME 
SECOND HAND GAMES IN STOCK, RING FOR TITLES/PRICES. SHOP PRICES MAY VARY 
22 CENTRAL ROAD, WORCESTER PARK, SURREY 

GAME PRICE INCLUDES P&P CONSOLES ADD &5 
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Makes You the 

ot 

EXPERIENCE THE MASTER 
ENHANCER DIFFERENCE THAT 
MAKES GAMES BETTER! 

^ Enter up to 5 codes per game. 

^ Nearly twice the codebook games 
of othcir enhancers. 1 


^ Rtore i^0d, more power, Si^vinci- 


pny 


Sega 


s to your 


CkJ^ntly available for Segi 
Megam!^ Coming soon for S 
Nini^fi^^^iandjGameboy®. 


Master Enhancer is not designed, manufactured, distributed or endorsed by Sega 
Enterprises Ltd. 

Sega and Nintendo are trademarks of Sega Enterprises Ltd. and Nintendo. 


To order send check or money order to: 

MCP 

56 Wigmore Street 
London W1H9DG 
071-935-3324 

£39.95 plus £4 shipping and handling 



Techview: 1 

multimedia I 

It universally I 

acknowledged that ■ 
Trip Hawkins is a I 
smart guy. So smart, in * 
^ct, that EA were years 
late getting into the 
console market and 
Yf nearly went broke because 
f their boss, one Trip Hawkins, 
dismissed consoles as a passing 
fad... And this is the guy who’s J 
selling 3DO? Edge asks: what I 
the hell does Trip Hawkins d 
think he’s playing at? A 


**ana8onlc 


Edge: not what you’d expect 



The future of videogaming 


Issue two onsale at selected 
newsagents now 



























A guide 
to Super 




shoot 
'em ups 


SUPER SMASH TV 

93% (Issue 8) 


Pure, concentrated blasting 
action. Intense single-screen 
shooter with great controls 
and arcade-perfect gameplay. 

Uni SQUADRON 

92% (Issue 10) 


No peacekeeping missions 
here. This tough game is a 
terrific blaster with wonderful- 
looking graphics. 

SUPER PROBOTECTOR 

88 % (Issue 9) 

Some of the most stunning 
Super NES graphics make this 
an unforgettable blaster. 

DESERT STRIKE 

88 % (Issue 13) 

Top-notch Mega Drive conver¬ 
sion of a testing shoot 'em up. 
Needs a bit of brainwork to 
finish the multiple missions. 

PARODIUS 

87% (Issue 9) 

The classic Nemesis gets a new 
coat of paint and a new set of 
very silly graphics. A great 
blaster, but avoid Easy level. 

SUPER ALESTE 

85% (Issue 12) 

A no-messing, straightforward 
vertically scrolling blaster with 
power-ups, bosses and the like. 
Wholly unoriginal but really 
playable and very frantic. 

SUPER SWIV 

80% (Issue 16) 

Another action-packed verti¬ 
cally scrolling blaster. Solid 
stuff but let down somewhat 
by repetitive bosses. 

CYBERNATOR 

83% (Issue 12) 





The definitive guide to Nintendo games (and what we think of them) 


And now, the moment you've aii heen waiting for... Put your hands together, 
please, ladies and gentlemen, for the biggest, the best, the undisputed king of 
buyer's guides, the one and only TOTAL Recall. Yaaay! 

To make it easier for you 
to see at a glance which 
games are worth 
buying, we've high¬ 
lighted in red the games 
which get a TOTAL 
rating of 85% or higher. 



Super HIES 


ACTRAISER 91% Issue 12 An 

siasi i 'em up .vith lovely 
and loads of atmosphei t. 

THE ADDAMS FAMILY 70% 

Issue 8 Slick, good-looking arcade 
adventure which is a hell of a chal¬ 
lenge but lacks any originality. 

THE ADDAMS FAMILY: PUCSUV'S 
SCAVEKCER HUWT 89% iSSUe 16 
This pi.'.tformei plays well, looks good, 
and has an challenqe 

ACURI SUZUKI FI SUPER 
DRIVIMC 67% Issue 19 
Average but fast racing game in a 
similar style to Pole Position. 

ALIE#^ 90% Issue 18 Ama^^ing 
animation and tough gaiViC-play. The 
best Super NES film licence ever! 
AMAZING TENNIS 33% Issue 15 
Ridiculously poor and completely 
unplayable tennis sim. A real dodo. 
AMERICAN GLADIATORS 7% 
Issue 22 No skill required, and the 
controls are tragic. Absolute rubbish. 
ANOTHER WORLD 74% Issue 12 
Technically stunning and potentially a 
classic, but it's too easy. 

ASTERIX 77% Issue 20 Great 
licence but an average platformer. 
AXELAY 81% Issue 11 Very pretty 
alien-blaster with patchy gameplay. 
BASEBALL SIMULATOR 1000 
39% Issue 18 NES-quality graphics 
and terrible animation. A real stinker. 
BATTLE BLAZE 59% Issue 8 
A second-division slugger which looks 
good but isn't varied enough. 

BATTLE CLASH 28% Issue 12 
A tedious, simplistic Super Scope 
game. Shoot robots and, er, that's it. 
BATTLEMANIACS 68% Issue 22 
Visually brilliant, but the gameplay is 
the same as NES Battietoads. 
BATMAN 66% Issue 19 Moody 
levels and a good-looking Batman 
don't make up for the monotony. 
BART'S NIGHTMARE 53% 

Issue 12 Good-looking and varied, 
but the gameplay's too random. 
BLAZEON 28% Issue 10 A sad side¬ 
ways blaster with shuddery scrolling 
and a lack of aliens. 

BLAZING SKIES 42% Issue 12 
Random gameplay, shabby graphics 
and no atmosphere. Dreadful. 


68% Issue 19 
Could have been a classic, but it's too 
unoriginal and too blimn^in' easy. 
B.O.B. 70% Issue 18 A funny, cute 
and appealing platformer, but it's just 
not varied enough. 

BOMBER MAN 93% Issue 19 
The best four-player game ever! Great 
value for money! 

BUBSY 81% Issue 20 

Fast and pretty, but too easy. (Still, it's 

better than Sonic.) 

BULLS VS BLAZERS 52% Issue 20 

Tough but slow basketball sim with 
good sprites and bad animation. Lots 
of teams but they're all similar. 
BUSTER BUSTS LOOSE! 37% 
Issue 18 This siunning-looking plat' 
former is - uddly and addirtive. if « bit 
on the viallow siili, 

CASTLEVANIA IV 74% Issue 7 
A good-looking swing 'n' slice 'em up 
which is a bit samey but loads of fun. 
CALIFORNIA GAMES II 31% 

Issue 17 Unbelievably basic and 
repetitive attempt at a sports sim. 

CAL RIPKEN JR BASEBALL 65% 
Issue 22 Not a bad attempt at a sim 
but the pitching lacks variety and it's 
all a bit too random. 

THE CHESSMASTER 79% Issue 21 
If you're a chess-head you'll like this. If 
you're not you won't. Simple. 

CHUCK ROCK 61 % Issue 14 A very 
basic platformer. It's pretty, but the 
gameplay's too simplistic. 
CLAYMATES 77% Issue 22 Original 
platformer with great-looking sprites 
but sloppy level design. 

COSMO GANG: THE PUZZLE 69% 
Issue 19 Basic-looking puzzler which 
is fun for two but boring for one. 
CRAZY SPORTS 54% Issue 21 
Punning James Pond 'sport' sim with 
primitive graphics and no challenge. 
CYBERNATOR 83% Issue 19 
Get used to the cumbersome control 
and you'll find a fab blaster here. 
DARIUS TWIN 62% Issue 14 
A shooter which can be both action- 
packed and seriously repetitive. 

DEAD DANCE 67% Issue 18 A beat 
'em up which grows on you but still 
isn't a patch on SFII. 

DESERT STRIKE SS-l Issue 13 
An excellent blaster ?. gr^at mix 
of 'ihnotinq ei-d strategy 
DEATH VALLEY RALLY 75% 

Issue 15 Fab-looking, fast and funny, 
but it's awkward and ludicrously hard. 
DEVIL'S COURSE 43% Issue 22 A 
giant crazy-golf game which is too 
hard and uncontrollable to be fun. 
DINOSAURS 55% Issue 11 Big, 
pretty and playable enough, but it's 
all fairly standard stuff. 

DEFORCE 67% Issue 10 This vertical 
scroller looks basic, but it might keep 
you amused for a while. 

DRACULA 46% Issue 22 Primitive 
graphics and uneventful gameplay. A 
wasted licence. 


DRAGON BALL Z 24% Issue 21 

Ludicrous attempt at a beat 'em up - 
with a split-screen format! 
MMGOOrS LAIR issu^ 10 
r^oMbly U'v most tortuous ^nd atmo 
spheru SWE5 geme you'll evei play= 
DRAKKHEN 64% Issue 14 An RPG 
which gives you four characters to 
control but is too methodical. 

EVIL SWORD MA KENDO 56% 
Issue 19 Cute Manga-style platformer 
which is too easy and too basic. 

FI QRCUS 64% Issue 10 Loads of 
options but the viewpoint is confusing. 
FI EXHAUST HEAT 59% Issue 12 
Nice Mode 7 racetracks but the game¬ 
play is a complete non-starter. 

FI POLE POSITION 84% Issue 22 
The emphasis is on realism rather 
then playability, but it's still very nice. 
FAMILY DOG 47% Issue 20 A real 
dog of a game. Walk away slowly. 
FINAL FIGHT 78% Issue 9 Look no 
further if you want a decent, varied 
and colourful beat 'em up. 

FIRST SAMURAI 80% issue 21 
A good, solid platformer with lots of 
action. Stands out from the crowd. 
F-2?ERO 91% i<sue 5 This ttjtiiri<itjc 

uu'n-xjp tn s*^ri t*- he 

bf-ii-icd! Keoit pumping stiiti 

GEORGE FOREMAN'S KO 
BOXING 8% Issue 21 All you do 
here is stand in the middle of the ring 
and take.the punishment. Appalling. 
GODS 80% Issue 15 Great-looking, 
with a nice mix of killing and puzzles. 
GOLDEN FIGHTER 34% Issue 20 
A really third-rate beat 'em up with 
bad animation and naff characters. 
GP1 60% Issue 22 Fairly decent 
racing game but it doesn't capture 
any of the thrills of the real thing. 
HARLEY'S HUMUNGOUS 
ADVENTURE 45% Issue 16 A poor 
excuse for a platformer. You'd be 
mad to spend your dosh on this. 

HOLE IN ONE 75% Issue 11 
Although this only has 18 holes, the 
smart Mode 7 graphics make up for it. 
HOME ALONE 2 53% Issue 13 
This sprawling platformer is big, 
empty and contains nothing new. 
HOOK 60% Issue 11 If you liked the 
film, you'll be disappointed with this. 
JAOC NICKLAUS GOLF 59% 

Issue 11 A potentially good game, 
but it's ruined by slow graphics and 
ponderous gameplay. 

JAKI CRUSH 61% Issue 17 With 
only one table, this pinball game soon 
gets monotonous. 

JAMES BOND JUNIOR 42% 

Issue 14 A ludicrous plot and game¬ 
play that manages to be even worse. 
JOE 'N' MAC: CAVEMAN NINJA 
72% Issue 9 Uncontrollable and too 
easy to finish, but still fairly playable. 
JIMMY CONNORS TENNIS 93 y 
Issue 15 A >.xin,=r|}, ii.< redibiy 
ii Mois sim W i.-p to tuur players L-isily 
a-»yood Sup.- 


JOHN MADDEN '93 86% Issue 13 

Fans ot Amrriran tnotball won't Tirui 
a blitter sim than thi'> 

KA-BLOOEY 69% Issue 13 A taxing 
puzzler, but not really worthy of the 
Super NES. 

KIKIKAIKAI NINJA 76% Issue 17 

This cute shoot 'em up is well done 
and fun, but it's not big enough. 
KING ARTHUR'S WORLD 78% 
Issue 17 A slick, well-presented 
strategy game, but it's a bit slow. 
KING OF THE MONSTERS 41% 
Issue 10 A cross between Godzilla 
and WWF. Sounds fun but isn't. 
KRUSTY'S SUPER FUN HOUSE 
80% issue 8 A bit gloomy for a 'Fun 
House', but an atmospheric puzzler. 
LAGOON 79% Issue 22 Nicely struc¬ 
tured and playable RPG. 

LAS VEGAS STAKES 20% Issue 21 
Gambling game with no risk and no 
money to win. What's the point? 
LEMMINGS 81 % Issue 10 The squil- 
lion-year-old classic comes to the 
Super NES and it's still fun and frantic. 
LETHAL WEAPON 84% Issue 16 
Unimaginative use of a movie licence. 
A standard platform beat 'em up. 
LOST VIKINGS 87% issue 17 Hard¬ 
core cerebral action. Good-looking, 
innovative and slick. 

MARIO ALL-STARS 99% Issue 21 
Four Mario games on one cart - defi¬ 
nitely the best cart ever! 

MARIO IS MISSING 92% Issue 21 
'Edutainment' game which is both fun 
and educational. Engrossing stuff. 
MARIO PAINT 48% Issue 10 A 
user-friendly art and music package 
but it's far too limited. Disappointing. 
MONOPOLY 41% Issue 17 Pointless 
and expensive. Buy the board game. 
MORTAL KOMBAT 70% Issue 21 
An okay fighting game, but ultimately 
too repetitive and limited. 

MUSYA 59% Issue 8 Dull Oriental 
arcade adventure with some neat bits. 
NBA ALL-STAR CHALLENGE 48% 
Issue 20 Excellent graphics but dull 
gameplay, even with two players. 
NHLPA ICE HOCKEY 91% Issue 14 
A realistic and easy-to-learn ice 
hockey sim which plays wonderfully. 
NIGEL MANSELL 71% Issue 22 
Very good in most respects, but 
there's no two-player game. 

NOLAN RYAN'S BASEBALL 68% 
Issue 18 This Manga-style sim is fairly 
playable but full of niggly flaws. 
OTHELLO WCHILD 45% Issue 22 
Face it, classic board games just don't 
work on consoles. 

PAPERBOY 2 32% Issue 10 Almost 
as bad as doing the real thing and just 
as tedious as Paperboy 1. 

PARODIUS T,?"-: Issue 9 .4 fun 

eiTi up Vrfith plpntw to your 
t.-rth ir.t.-. loo.-risy. though. 

PGA TOUR GOLF 69% Issue 11 
A nice user-friendly golf sim, with a 
simple layout and easy-to-use menu. 


PHALANX 59% Issue 13 A horizon¬ 
tally scrolling shooter with ail the biz, 
but the action's patchy. 
PILOTWINCS 9r- Ksuc 11 
Sturming JD fliglu >im .vuh .•■vi^l'^ u. 
rr.ul-, 1 - your uut GC" g<^rju'.‘ 

PLAYER MANGER 60% Issue 22 
One of the more playable games of its 
type, but it's still for fanatics only. 
POP 'N' TWINBEE 78% Issue 20 
Cute top-down scrolling shoot 'em up 
that's a lot of fun but won't last long. 
POPULOUS 61% Issue 12 A good 
conversion of the old god-game, but 
the novelty's worn off now. 

POWER ATHLETE 28% Issue 14 
Another SFII rip-off, and it's a pile of 
cack. The graphics are appalling. 
POWERMONGER 70% Issue 19 
Huge god-game which takes a while 
to get into but is mildly addictive. 
PRINCE OF PERSIA 84% Issue 9 
Very tough arcade puzzler. Lovely 
graphics and stunning animation. 

PRO BASEBALL LEAGUE '93 79% 
Issue 18 Good, realistic sim, with 
Manga-style graphics and a great two- 
player option. 

PRO QUARTERBACK 33% Issue 16 

Nice features, but it doesn't really 
make it as an American footy sim. 
PUSH OVER 68% Issue 13 Tricky 
arcade puzzler, but not as arcadey or 
as puzzley as it should be. 

RACE DRIVIN' 17% Issue 12 
Probably the worst Super NES driving 
game ever. Pathetically slow graphics. 
RAMPARTS 68% Issue 20 This 
mixture of two game styles - Tetris 
and a war game - is far too easy. 
RANMA 1/2 67% Issue 10 
A nifty best-of-three-rounds beat 'em 
up which wins no prizes for originality. 
RANMA 1/2 PART 2 68% Issue 16 
Like part 1, with a few bits added. 
RIVAL TURF 70% Issue 9 Good 
two-player stroll 'n' beat 'em up with 
high-speed gameplay. 

ROBOCOP 3 37% Issue 12 A major 
disappointment. Poor graphics and 
non-existent gameplay. 

THE ROCKETEER 28% Issue 7 
Impressive to look at but the game¬ 
play's a real turkey. Pointless. 

ROCKY RODENT 68% Issue 22 All 
the makings of a fine platformer, but 
it's too quirky and not very original. 
RPM RACING 46% Issue 9 More of 
a tourer than a racer - it's far too slow 
to get the blood rushing. 

RUN SABER 60% Issue 21 
This Strider clone has lush graphics 
but is dead simple to finish. Pity. 
RUSHING BEAT RUN 53% Issue 
21 Double Dragon/Final Fight rip-off 
which is just too darn boring. 
SEPTENTRION 80% Issue 21 
Fab arcade adventure with lovely 
graphics. (Jap instructions, though.) 
SHADOWRUN 81% issue 21 
Big, moody and violent RPG with 
intriguing plot and complex puzzles. 


The TOTAL photo album 

Life at TOTAL isn't all sweetness and light - we have to work with Frank, for starters! Another drawback is that 
we've had to pose for some ridiculous photos in our time. And so that you can share in our humiliation, here's 
a selection of the most horrendous pictures we could dig up featuring TOTAL team members old and new. 



Platform blaster that's a little 
bit different. Chock full of 
huge guardians and impressive 
weaponry, it's a fair old 
challenge as well. 
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SKtiUACCER 61% issue 13 

Bland scenery, basic animation and 
bog-standard action. Lacklustre stuff. 
SIM CITY 94% Issue 7 Possibly the 
best value game ever! A simple 
concept blit a huge gamo 
SOUL BLAZER 89% Issue 12 
Similar to Zelda, and almost as good. 
Huge, atmospheric and pretty 
SPANKY'S QUEST 54% Issue 12 
Not bad but hardly worth the price tag. 
SPIDER-MAN AND THE X-MEN 
67% Issue 13 Die-hard Marvelites 
may enjoy this, but even with Spidey 
in it it's a very average platformer. 
SPINDIZZY WORLDS 91% 

Issue 14 A wonderful pu/nley arcade 
game with bags of variety. 
STARW1NC 96% Issue 16 Also 
called StarFux. this hx-chip game is 
the best shoot 'em up ever seen' 
STREET FIGHTER II 94% Issue 8 
Sound, graphics and gameplay m 
oerfect harmony! 

STREET FIGHTER II TURBO 96 " c 

Issue 21 If you liaven't got the ong 
inai game, this k unmissable. There 
will never he- a better beat 'em up! 

STRIKE GUNNER 51% issue 12 

A scrolling shooter with nice-looking 
ships but tedious gameplay. 

STRIKER 94% Issue 20 

Simply the best footy game available 

for the Super NES at the moment. 

SUMO 34% Issue 20 

The fights are too complex, as are the 

Japanese instructions. 

SUPER ADVENTURE ISLAND 
40% Issue 11 The rave soundtrack is 
pretty groovy but the game is basic. 
SUPER AIR DIVER 49% Issue 22 
Fast and good-looking, but the game¬ 
play is repetitive and limited. 

SUPER ALESTE 85% Issue 12 
If ifi vertically scrolling shooteis 
you're after, this is the business' 
SUPER BATTER UP 49% Issue 18 
Cack-looking, uncontrollable and 
stupidly tough baseball sim. 

SUPER BATTLETANK 50% 

Issue 14 This is like Desert Strike, but 
with tanks. And it's very tedious. 
SUPER BIRDIE RUSH 48% Issue 
21 Not techy enough for a golf sim 
and too slow for an arcade golfer. 
SUPER BIRKURI MAN 24% 

Issue 19 A laughably dreadful SFII 
rip-off with no variety and no fun. 
SUPER BUSTER BROS. 57% 

Issue 14 A Pang conversion with no 
two-player mode. Doesn't really work. 
SUPER DOUBLE DRAGON 61% 
Issue 12 Decent graphics, but like the 
other DD games there's no challenge. 
SUPER CONFLICT 69% Issue 18 
A strategy game which is simple and 
limited but still fairly compelling. 
SUPER FI HERO 51% Issue 19 
Scabby graphics, but fairly exciting 
racing - for about half an hour. 
SUPER FI GRAND PRIX 56% 

Issue 19 Poor racing game with a 
top-down Mode 7 viewpoint. It 
doesn't work. 

SUPER FI GRAND PRIX PART 2 

53% Issue 19 Better looking than the 
original, but even more ridiculously 
tough and unplayable. 

SUPER FAMILY TENNIS 75% 

Issue 22 Competent sim with cute 
graphics, but too basic to compete 
with the big guys of Super NES tennis. 
SUPER GHOULS 'IT GHOSTS 
Issue 11 Lovely scenery and a chal¬ 
lenge to knock your socks off 
SUPER FIRE PRO WRESTLING 2 
54% Issue 18 Tons of different 
wrestlers, but it doesn't have enough 
moves or variety. 

SUPER FORMATION SOCCER 
44% Issue 22 Four-player version of 
Super Soccer which is slow, confusing 
and generally crap. Like the original. 
SUPER GOAL 33% Issue 18 
Definitely the worst SNES footy game. 
It really will make you sick as a parrot. 
SUPER JAMES POND 55% 

Issue 17 Fairly humorous platformer, 
but there's some horrendous slow¬ 
down and very little challenge. 
SUPER KICK OFF 49% Issue 14 
Too fast, too wild, and control is too 
cumbersome. Check out Striker. 
SUPER MARIO KART 82% 

Issue 11 A highly original racing collect 
'em up with Mode 7 split-screen tracks. 
Great fun but not particularly varied. 
SUPER MARIO WORLD 98% 

Issue 4 This game's got it alt 
graphics, depth, challenge It's abso 
lutply wonrlerfnl' 

SUPER NBA BASKETBALL 74% 

Issue 18 Despite having official NBA 
backing, this won't grab you if you're 
not a fan. 

SUPER OFF ROAD 53% Issue 7 

Weedy cars and samey tracks. Only 
any good as a head-to-head. 

SUPER PLAY ACTION FOOTBALL 
53% Issue 11 Far too complex and 
uncontrollable for novices. Try John 
Madden instead. 

SUPER PROBOTECTOR 88% 

Issue 9 Unbelievable graphics and 
out of this world gameplay 
SUPER R-TYPE 71% Issue 6 
Stunning graphics, but let down by 
shallow gameplay. 


SUPER SCOPE 43% Issue 8 

The SNES version of the Zapper. Fun 
for a while but not really worth it. 
SUPER SHANGHAI 49% Issue 20 
Oriental puzzler that's fun and inter¬ 
esting but not worth more than £5. 
SUPER SMASH TV 93% Issue 8 
Stupendously brutal, thrilling and 
rock-nard! An excellent blaster 
SUPER STAR WARS 87% Issue 15 
Not very original, but a great movie 
tie-in, with sumptuous graphiis. 
SUPER STAR WARS 87% issue 15 
A fine platformer. Gorgeous graphics 
and awesome sound, but lacks variety. 
SUPER STRIKE EAGLE 38% 

Issue 19 A cross between Afterburner 
and a flight sim. A nice idea, but sadly 
it doesn't work. 

SUPER SOCCER 80% Issue 6 

Great visuals, a choice of teams and 
flexible controls, but it's unrealistic. 
SUPER SUMO 36% Issue 20 
Two blobs of lard wobbling about 
and fighting. That's fun? 

SUPER SWIV 83% issue 16 
A classic Super NES top-down blaster. 
Be warned - it's incredibly tough! 
SUPER TENNIS 96% issue 5 
One of the most playable and realistic 
tenn s sims ever! 

SUPER VOLLEY 2 26% issue 19 

A two-dimensional volleyball sim with 
one-dimensional gameplay. Terrible. 
SUPER WWF 81% Issue 6 Even if 
you hate wrestling, this'll wow you. It 
looks and sounds great. 

SYVALION 20% Issue 16 This is 
utter crap. Don't buy it. 

TAZ-MANIA 55% Issue 20 
Fast and colourful race game that is 
stupidly tough and soon gets boring. 
THE MAGICAL QUEST 
STARRING MICKEY MOUSE 81% 
Issue 13 A graphically stunning 
game, but the lifespan leaves some¬ 
thing to be desired. 

THE IREM SKINS CAME 64% 

Issue 13 Dunno what the title means, 
but it's just another golf sim, and it’s dull. 
TERMINATOR 55% Issue 17 
An ordinary platform shooter with 
below-par gameplay. What a waste. 
TOP GEAR 93% Issue 9 
f ast furious and fun racer - the best 
TW'O player racing game like, ever' 

The Mode 7 graphics are exceptional 
TOM AND JERRY 49% Issue 17 
What a waste of the licence. Lifeless, 
poorly designed and unimaginative. 
TOYS 7% Issue 22 This game is 
utterly devoid of gameplay. 
TROODLERS 87% Issue 20 
Lemmings with a difference Simple 
to pick up and a lot of fun to play 
TRUE GOLF CLASSICS 72% 

Issue 11 If it’s a realistic rather than 
playable golf sim you're after, give 
this one a whirl. 

TURTLES IN TIME 63% Issue 10 

Good-looking and occasionally quite 
fun, but it won't get the pulse racing. 
ULUMATE FOOTBALL 71% Issue 
22 Arcade-style US footy game which 
looks good but is too haphazard. 
ULTRAMAN 26% Issue 11 
Poor animation and an almost total 
absence of gameplay. Dire. 
UNCHARTED WATERS 42% 

Issue 18 A strategy game with lots of 
trading and a few bits of dull combat. 
Very boring. 

UN SQUADRON 92% Issue 10 

A brilliant blaster. You won't come 
across a much better horizontal 
scroiler than this 

WAYNE'S WORLD 35% Issue 19 

A crap movie licence with a complete 
absence of gameplay. 

WARP SPEED 31% Issue 18 
A 3D shoot 'em up which is so out of 
date it just looks silly. 

WHEEL OF FORTUNE 17% 

Issue 20 Tedious, tacky and 
completely pointless. 

WING COMMANDER 89% 

Issue 14 Alien-blasting flight sim 
with stunning graphiis, great sound 
and tfinlhng combat 
WORDTRIS 61% Issue 15 
A nicely done puzzler, but it's not 
exciting or addictive enough. 

WORLD CLASS RUGBY 65% 

Issue 18 Fab two-player mode and lots 
of teams, but it's too frustrating to play 
on your own. 

WWF2: ROYAL RUMBLE 83% 

Issue 19 A better game than the 
original, with lots of good, straight¬ 
forward, old-fashioned violence. 
XANDRA'S BIG ADVENTURE 
41% Issue 18 Cute graphics, but this 
platformer is very basic and you'll get 
bored very quickly. 

XARDION 27% Issue 9 Everything 
about this platform shoot 'em up is 
naff. Avoid like the plague. 

X-ZONE 70% Issue 16 The best 
Super Scope blasting game to be 
released so far. 

ZELDA III: A UNK TO THE PAST 

93% Issue 11 Fantastic adventure 
That's big, atmospheric, and very 
tough A real laster. 

ZOMBIES 92% Issue 22 Fabulous- 
looking game with addictive blasting 
and exploring action, lots of baddies 
and lashings of humour. 



James shows off his CV. Just 



Leather 'n' Denim catalogue. 



AXELAY 88% (Issue 11) 

Konami's graphics wizards 
pulled out all the stops on this 
game, which alternates 
between horizontally and 
vertically scrolling sections. 

POP 'M' TWiniBEE 

78% (Issue 20) 

Another standard shooter 
given kooky graphics (like 
Parodius) by Konami. Nice but 
ultimately a bit boring. 

A guide 
to Game 
Boy 

shoot 'em 
ups 


Game Boy 


ADDAMS FAMILY 52% Issue 7 

A tough challenge, but it's all a bit 
plain. More pukey than ooky. 

ADDAMS FAMILY: PUGSLEY'S 
SCAVENGER HUNT 78% Issue 19 

Unoriginal platform formula, but it's 
big, tough, playable and addictive. 
ADVENTURE ISLAND 56% 

Issue 9 Loads of levels and smooth, 
clear graphics. Unfortunately lame 
gameplay, though. 

ADVENTURE ISLAND 2 40% 

Issue 19 Dull, samey and easy plat¬ 
former. You'll finish it within a couple 
of days. 

THE ADVENTURES OF ROCKY 
AND BULLWINKLE 39% Issue 13 

One of the naffest platform collect 
'em ups ever to hit the Game Boy. 
ALFRED CHICKEN 85% Issue 17 
A classic-looking yet original game, 
with fab graphics and superb design 
ALIENS 83% Issue 17 Big, eerie and 
rock 'ard arcade adventure. Much 
better than the movie. 

ASTEROIDS 55% Issue 5 The simple 
but compulsive blaster of old just isn't 
the same on the Game Boy. 

ASTERIX 74% Issue 20 A tough but 
bland platformer, ruined by the 
awkward controls. 

THE AMAZING SPIDER-MAN 
68% Issue 3 Lots of web-throwing 
and beat 'em up sequences make this 
moderately fun. 

BALLOON KID 76% Issue 3 
A cutesy little adventure providing 
excellent hazard-dodging fun. 
BARBIE 45% Issue 21 
Pukey plot, over-sensitive collision 
detection and dull gameplay. Yuk. 
BART SIMPSON'S ESCAPE 
FROM CAMP DEADLY 92% 

Issue 4 Nicely structured gameplay 
and heaps of challenge Wow' 

BART VS THE JUGGERNAUTS 
45% Issue 12 Mildly entertaining at 
first but then utterly frustrating. 
BATMAN 80% Issue 1 A tricky little 
platform shoot 'em up. Small graphics 
but speedy action. 

BATMAN: return or the joker 
86% Issue 10 Glorious graphics, fab 
sounds and five tough levels 
BATTLESHIPS 23% Issue 14 
The Game Boy version of the pen-and- 
paper game. Boring and pointless. 
BATTLETOAOS 90% Issue 11 
Heaps of variety makes this a real 
treat for Game Boy arcade fans 
BATTLE OF OLYMPUS 90% 

Issue 19 Big, complex and graphiLdlly 
gorgeous The best RPG on the 'Boy. 
BEST OF THE BEST 38% Issue 18 
A uncontrollable karate game which 
requires no skill and doesn't have 
enough moves. 

BILL AND TED'S EXCELLENT 
GJUWE BOY ADVENTURE 91 % 

Issue 3 Rush down to the Circle-K and 
buy this bodacious cart now! 

BLADES OF STEEL 60% Issue 6 

Disappointing version of a great 
game. Not really suitable for the GB. 
BLUES BROTHERS 74% Issue 10 
A tough platformer with slow 
graphics but big and varied levels. 

BO JACKSON 76% Issue 22 This 
cart has a baseball and a US footy 
game on it, and they're both decent. 


BOULDER DASH 89% Issue 3 

Sunerb graphics and lots of tough 
screens keep this interesting 

BOMB JACK 84% Issue 12 

Maybe not sophisticated enough for 
some tastes, but still great fun. 
BOXXLE 69% Issue 9 Looks simple, 
but the 108 puzzling levels just get 
harder and harder. 

BOXXLE 2 72% Issue 10 Simple but 
engrossing. You won't find more 
refined puzzle-solving than this. 
BRAIN BENDER 77% Issue 11 
A fun and fiendish puzzler with a 
challenge that will last for ever. 
BUBBLE BOBBLE 68% Issue 6 
Terrifically addictive platform action. 
Passcodes make it too easy, though. 
BUBBLE GHOST 22% Issue 8 
Blowing a bubble around a house 
could have been fun. Sadly, it ain't. 
BUGS BUNNY 43% Issue 1 This 
game has 80 levels, but sadly they're 
all much the same. 

BURAI FIGHTER 84% Issue 4 
A beautifully structured eight-way 
scrolling shoot 'em up which will last. 
BURGER TIME DELUXE 71% 

Issue 8 Maybe a bit too simplistic, but 
still an addictive, if odd, platformer. 
CASTELIAN 75% Issue 8 Simple, 
frustrating and addictive. Could annoy 
rather than enthrall. 

CASTLEVANIA ADVENTURE 89 c 
Issue 1 Lovely animation and detailed 
backdrops make this a real treat 
CASTLEVANIA II 90% Issue 5 
Massive levels and fewer gripes than 
the above Not brilliantly origindl but 
great fun A realty dassy game. 
CAESAR'S PALACE 60% Issue 6 
None of the five gambling games here 
requires enough skill. 

CENTIPEDE 68% Issue 5 Basic but 
tough and addictive. Fun to zap away 
at now and again. 

CHASE HQ 50% Issue 20 Dated and 
uneventful racer with a cops-and- 
robbers flavour. 

CHOPLIFTER II 80% Issue 6 
Graphics are unimpressive, but it's an 
involved game with lots of challenge. 
THE CHESSMASTER 90% Issue 1 
Snap this up if you can still find it - it's 
the only chess game you'll ever need' 
COOL WORLD 39% Issue 19 
Bizarre puzzle platformer based on 
the movie licence - which flopped! 
DAEDALIAN OPUS 45% Issue 5 
Challenging, but not exciting enough 
if you're not into puzzles. 
DARKWING DUCK 76% Issue 18 
Nice-looking and varied, but the levels 
are too few and too easy. 

DAYS OF THUNDER 73% Issue 4 
Smooth(ish) vector graphics but sadly 
it ain't that fast. For racing fans only. 
DOUBLE DRAGON 2 77% Issue 4 
Slick enough to keep you amused if 
you want yet another beat 'em up. 
DOUBLE DRIBBLE: FIVE ON FIVE 
33% Issue 20 Graphically confusing 
basketball sim with few good points. 
DRACULA 80% Issue 22 A big and 
challenging game, but the jerky 
scrolling is off-putting. 

DRAGON'S LAIR 79% Issue 3 
Some of the best Game Boy graphics 
you'll ever see. Hard but playable. 

DR FRANKEN 91% Issue 5 
Beautiful platform adventure with 
detailed graphics. Flippin' brillianU 
DR FRANKEN 2 89% Issue 20 
Huge platform adventure with great 
graphics, but spoiled by bad controls. 


DR MARIO 64% Issue 1 Even with 
Mario, this eventually gets pretty dull. 
OROPZONE 79% Issue 15 Loses 
summat on the 'Boy, but still a stiff 
challenge for shootin' freaks. 

DUCK TALES 78% Issue 2 
A snazzy little collect 'em up with a 
tough challenge and good control. 
DYNABLASTER 93° Issue 2 
With t'.'ur oames iii ont tciit this 
o'leis terrific value tor money 
EDD THE DUCK 80% Issue 21 
Standard platform game, but a very 
playable and good-looking one. 
EMPIRE STRIKES BACK 88 
Issue 17 Not as < lassy as Star Wars 
but still a challenging platform blast. 
FI RACE 88°'- Issue 1 Loads of 
(.ouises. four-player up and fast 
qiaphu ^ 'u.ike this ^ < .nkni 
F-15 STRIKE EAGLE 78% Issue 15 
Frantic seat-of-the-pants combat, but 
not enough depth or variety. 
FACEBALL 2000 93% Issue 5 
Gfc-ptiics you could iifiinc- and 
addirtion you could bottle Essooltal! 
FERRARI GRAND PRIX 
CHALLENGE 63% Issue 11 All the 
usual racing stuff but nothing new. 
FIREFIGHTER 79% Issue 21 
Tough, frantic and original plat¬ 
former. Dodgy graphics, but the 
action makes up for that. 

THE FLASH 74% Issue 17 

Not much action, but this platfomer is 

enjoyable and challenging. 

THE FLINTSTONES 53% Issue 18 
This cartoony platformer is very neat 
but it's got one flaw - it's too easy. 
FOOTBALL INTERNATIONAL 70% 
Issue 8 A second-division game. With 
only one player it gets dull very quickly. 
FORTIFIED ZONE 68% Issue 4 
With only four short levels this mazey 
blaster won't entertain for long. 
FORTRESS OF FEAR 84% Issue 2 
A platform collect ’em up with good 
gameplay but no passwords. 
GARFIELD 45% Issue 22 Garfield is 
a pretty cool dude but this platform 
puzzler is bland and unimaginative. 
GARGOYLE'S QUEST 76% Issue 3 
Variety, challenge and good looks. 

This needs brainpower and reflexes. 
GAUNTLET 2 41 % Issue 3 
A faithful conversion, but it’s a bit of 
a pain on the small screen. 

GEORGE FOREMAN'S KO BOXING 
20% Issue 14 What can we say? Er... 
'Don't buy it!' 

GHOSTBUSTERS 2 85% Issue 4 

Slick gameplay, and controlling two 
characters at once makes it different. 
GOLF 92% Issue 1 Everything you 
could ask for is here, including two- 
player link and battery. 

GREMUNS 2 82% Issue 2 Great 
graphics and fun gameplay. Tough 
but well worth the aggro. 

HAL WRESTLING 28% Issue 10 
A truly crap wrestling game. You can't 
even tell the players apart. 
HARMONY 69% Issue 11 A tough 
game, with original puzzling game¬ 
play. Maybe a bit too hard, though. 
HIT THE ICE 50% Issue 13 At first 
this ice hockey sim seems okay, but 
after a while it gets deathly dull. 
HOME ALONE 38% Issue 4 Wander 
around an empty house and bash a 
burglar every half hour. Dull. 

HOME JVLONE 2 57% Issue 16 
Slightly better than the Super NES 
game, but far too easy. Hardly a 
'must buy'. ^ ' 


NEMESIS II 

93% (Issue 12) 

Superb graphics, classic 
Nemesis gameplay and 
tougher than an old boot 
store. The best GB blaster. 

PROBOTECTOR 

92% (Issue 8) 

Another perfect GB conversion 
of the Contra/Probotector 
series. Looks great, plays great 
and is, er, just great, Brian. 


NEMESIS 

92% (Issue 2) 



Nemesis is about seven or 


eight years old now but still 
plays well. This Game Boy 
version is spot on and has 
everything you'd expect from a 
decent blaster. 


R-TYPE 

86 % (Issue 1) 



Side-on scrolling blaster that 
rips off Nemesis without 
shame. Looks great and is 
generally a good game, but 
the later levels are frustrating. 

BURAI FIGHTER 

84% (Issue 4) 

Eight-way scroller that pits you 
against hordes of monsters. 
Despite the basic graphics and 
empty levels it's a mighty blast. 

PARODIUS 

83% (Issue 10) 

This is basically Nemesis all 
over again. The graphics and 
sound have been beefed up a 
bit and are pretty funny but 
the game's unfortunately a 
bit of a walkover. 
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i CHOPLIFTER II 

80% (Issue 6) 

Based on a very old, but very 
good, coin-op, this game's so 
difficult it will drive you mad. 
Quirky controls make it 
anything but run-of-the-mill. 

DROPZOniE 79% (Issue 15) 

Ancient C64 Defender clone. It 
doesn't quite fit onto the 
Game Boy screen, which makes 
the whole game too random. 

F15 STRIKE EAGLE 

78% (Issue 15) 

Not the flight sim it pretends 
to be but still a very competent 
blaster that's very fast, 
although not all that varied 

SOLAR STRIKER 

72% (Issue 1) 

Traditional vertical blaster 
that's showing its age now. 
Good fun all the same and 
variable difficulty levels help. 




A guide 
toMES 
shoot 'em 
ups 

LOW G MAN 

94% (Issue 2) 


Beautiful graphics, original 
gameplay and a hell of a long¬ 
term challenge. Low G Man is 
one of the best shoot 'em ups 
you'll find. 

PROBOTECTOR II 

92% (Issue 8) 


Cracking conversion of the 
original Contra game in the 
arcades. You can romp 
through it once you've got the 
hang of it but it's heaps of fun 
all the same. ^ 


The Probie series really is fab. 
Probotector II has a tough 
difficulty curve and some crisp 
graphics. Brilliant stuff. 


DROPZONE 90% (Issue 14) 

A horribly old Defender clone 
that first came out on the 
Commodore 64. The NES 
version is identical to the 
Commodore 64 game and is 
just unbelievably playable. 


PROBOTECTOR 

85% (Issue 4) 



Andy Dyer shows off the 
rugged good looks that 
marked him out for editor¬ 
ship (of a Sega magazine). 


•ng total, ex-, 

really gone to 
of those 


'HeHo there! You 
through to Juicy 
James's Pout Lin 


HOOK 8P% I—6 Fast Smooth 
g'ap'-'lc! and exceiierrt gam«pi«y. 
Lo;=d= of fun. 

HUDSON HAWK 35% Issue 10 

Looks nice, but the boring gameplay 
won't last for more than an hour. 
HUNT FOR RED OCTOBER 40% 
Issue 5 Loads of levels which look the 
same but not much like the film. 
HYPER LODE RUNNER 84% 

Issue 2 Classically simple platformer. 
Sad graphics but huge playability. 
ISHIDO 68% Issue 5 Fun to begin 
with, but not enough variety to last. 
JOE 'N' IWAC 75% Issue 14 
If you're after some raw challenge, 
this little monster will keep you going. 
JORDAN VS BIRD 71 % Issue 11 
Three-in-one basketball sim which is 
sometimes annoying but usually fun. 
KID DRACULA 80% Issue 18 
Cute platformer aimed at a younger 
market but still worthwhile for oldies. 
KID ICARUS 68% Issue 11 An 
engaging little platformer, but it's all 
a bit samey. You'll soon get bored. 
KILLER TOMATOES 79% Issue 9 
A silly scenario but quite a fab game. 
Big levels and oodles of action. 

r o87r [ ^ 

KIRBY'S DREAMLAND 39% 

Issue 12 An original idea, and it looks 
pretty, but it's far too easy. Shame. 
KRUSTY'S FUN HOUSE 84% 

Issue 13 A well-done puzzler with 
simple design but tons of gameplay. 
KWIRK 78% Issue 1 Fiendishly hard 
but incredibly playable puzzler. 
LETHAL WEAPON 41% Issue 18 
A beat 'em up with poor control and 
boring action. More like Water Pistol. 


THE LITTLE MERMAID 45% 

Issue 17 This swimmy game is too 
easy and too cute for all but the 
youngest players. 

LOONY TUNES 80% Issue 13 

Annoying scrolling levels, but brilliant 
animation and great action. 

McDONALOLAND 66% Issue 14 

Fun for a while, but frustrating in the 
long run and desperately unoriginal. 

MARBLE MADNESS 31 % Issue 4 

Graphically great and very playable, 
but it's too small and too dated. 



soup with gusto. 



MARIO AND YOSHI 80% Issue 15 

Fantastically simple, but guaranteed 
to draw you in and not let you go. 
MAX 57% Issue 14 An average plat¬ 
former with some nice ideas but 
disappointing graphics. 

MEGA MAN 3 83% Issue 16 
A challenging blast which is nothing 
new but still addictive and fun. 
MERCENARY FORCE 54% Issue 9 
Tough, different but ultimately 
tedious scrolly lefty-righty game. 
METROlO 2 66% Issue 8 Too big, 
empty and bland. Not enough action. 
MICKEY MOUSE4SUCS BUNNY 2 
80% Issue 14 Yes, they're the same 
game. A pretty and fairly varied plat¬ 
former which is sneakily addictive. 
MICKEY'S DANGEROUS CHASE 
38% Issue 9 A non-eventful, sad 
excuse for a platformer. 

MINER 2049ER 25% Issue 18 
Primary-school graphics and probably 
the worst gameplay ever on the GB. 
MISSILE COMMAND 49% Issue 7 
Poor control method and lame visuals 
mean this falls short of the target. 
MORTAL KOMBAT 59% Issue 21 
Nice try, but falls down due to the 
animation and controls. Face it, the 
Game Boy can’t do beat 'em ups. 

r r r.. : 'n' f* :io‘ - ';on rn* ' 

, ^ .tally 

MOUSETRAP HOTB. 47% Issue 13 

Sad platformer (starring Mickey Mouse) 
with an uncontrollable character and 
repetitive gameplay. 

MR DO 80% Issue 10 Nigh-perfect 
conversion of the highly addictive and 
cerebral maze-muncher. 
MYSTERIUM 79% Issue 11 
Adventure-cum-maze game with 
added shooting which works well. 
NAIL 'N' SCALE 32% Issue 10 
A tedious puzzle game which is more 
annoying than challenging. 

NAVY SEALS 79% Issue 2 Run- 
along-and-shoot 'em up with good 
blasting gameplay. 

NBA BASKETBALL 35% Issue 20 
Nobby basketball sim that's unlikely 
to thrill even hardened fans. 

iiimOefi then add this one to 
yuur coRecdon inmedi^iBly. 
■nMMB3 93% taMtt 

bniiiant as te pr5!iecKsor. Touqit tait 
msanseiy 



Take That? More 
•'ke Take Prat. 



What IS Ceri so 
happy about? 


NINTENDO WORLD CUP 64% 

Issue 1 More oddball than football. 
This game looks interesting but, sadly, 
lacks excitement. 

OniBLLO 92% toMie 2 Wipes the 
dust off the ancient board game and 
brings h bang up to date. 

PACMAN 51% Issue 7 Basic game¬ 
play and fiddly control. 

PAPERBOY 77% Issue 3 This game 
gets a lot of fans. Dunno why - it’s as 
dull as the Sunday Times. 

PAPERBOY 2 50% Issue 10 
Virtually identical to the first game 
and just as lame. 

PJUIASOL BTJUKS 92% Ituue 11 

Don't let the cute iooKs foot you - this 
aixansrs tough and very playable 
PARODIUS 83% Issue 10 A stan¬ 
dard shooter at heart, but it looks fab 
and is plenty of fun. 

PIT FIGHTER 27% Issue 10 This has 
a massive five opponents and a grand 
total of three fighters. Hmm. 

POPEYE 2 82% Issue 15 
Honest little platformer with no frills 
but fast graphics and good gameplay. 
POPULOUS 70% Issue 19 A good 
attempt, but too awkward and too 
complex for the 'Boy. 

POP’UP 61% Issue 14 Basic, five- 
minutes-at-a-time puzzle game, but 
jolly enough in its own way. 
POWERPAWS 34% Issue 20 
Unoriginal and easy puzzle game with 
lots of tedious block-shifting antics. 
PRINCE OF PERSIA 83% Issue 8 
A bit superficial, but well-designed, 
nice-looking and great fun to play. 
PRINCE VALIANT 71% Issue 14 
An absorbing and playable bash 'em 
up. Best by far as a head-to-head. 


PROPHECY 51% Issue 11 Big and 

varied platform game, but it's too 
tough and the action's patchy. 

THE PUNISHER 49% Issue 14 
Similar to Operation Wolf but too 
repetitive and too annoying. 
Q'^^BERT 80% Issue 7 Just another 
platform puzzler, but the gameplay is 
timeless and addictive. 

QIX 81 % Issue 3 Guide a ship 
around, filling the screen as you go. 
Weird but worth a look. 

RAGING FIGHTER 52% Issue 20 
Beat 'em up with nice big sprites but 
dull action and not enough moves. 

Forget the dire ^tiper MIS " 

isiJTH»*yf the h e5l BBjaa.T: 

RADAR MISSION 53% Issue 3 
This is just like that old pen 'n' paper 
war game. Battleships. Hmm. 
RAMPARTS 59% Issue 22 
Weird puzzler-cum-war game which 
gets impossible after a while. 

THE REN AND S'HMPY SHOW 
30% Issue 19 You'd have to be really 
stupid to buy this game. 

THE RESCU E OF PRINCESS 
BLOBETTE 55% Issue 2 Just as dull 
and aimless as the NES version. 

C^- TNB ■CATBWE&S& 

issu*! t .'VT , i 

; 2 l. arcifl* teat/re*. 
ROAD RASH 29% Issue 22 
Basic race game with badly designed 
graphics and clumsy controls. 
ROBOCOD 60% Issue 19 Better than 
both the Super NES and Game Boy 
versions, but still lacks content. 
ROBOCOP 74% Issue 1 Entertaining 
and challenging enough, but too slow 
to be brilliant. 

ROBOCOP 2 86% Hmm 10 

Unoriginal, but ft's got nice graphis, 
tunes and nifty sub-garr.cs 
ROBIN HOOD 74% Issue 15 
Great graphics and lots of slashy bits, 
but if you don't like RPGs, forget it. 

design but fun and engiossing 
fori) gsmeplay. 


R-TT« 86% iseue 1 A dauic shoot 
'em up. Plenty of frarrtic bisrting. 
R-TYPE II 68% Issue 14 A smart 
version which is technically even 
better then its predecessor. 

SIDE POCKET 59% Issue 1 
This pool game's okay with two 
players but is otherwise disappointing. 
SKATE OR DIE (BAD 'N' RAD) 
76% Issue 2 Sufficiently different to 
the NES original to be rather good. 
SNEAKY SNAKES 58% Issue 4 
The GB version of NES Snake, Rattle 
'n' Roll, but it's only 2D and a bit dull. 
SNOOPY'S MAGIC SHOW 71 % 
Issue 6 With simple graphics, this is 
great on the move. Too easy, though. 
SOCCER MANIA 13% Issue 11 
A very sad soccer sim, with appalling 
control and indistinguishable players. 
SOLAR STRIKER 72% Issue 1 
A playable top-to-bottom shooter, but 
let down by crude visuals. 
SD L OBWN'S CLUB 93% taavm 7 
Stunning puzzle game wnkh brain 
boxes and arcade fans alike wtfi enjoy. 
SPEEDBALL 2 51 % Issue 16 
A poor version of the classic game. It's 
too slow and the targets are unclear. 
SPEEDY GONZALES 72% Issue 22 
A decent game with lots of nice 
touches, but it's not very challenging. 
SPIDER-MAN II 69% Issue 9 
A playable little platformer, but not 
really of superhero proportions. 
SPIDER-MAN III 70% Issue 19 
Dull platform blaster which looks 
unoriginal and plays badly. 

SPLITZ 83% Issue 20 Bored with 
Tetris? Then get this. It's the most 
addictive puzzler for a long time. 
SPOT: THE COOL ADVENTURE 
66% Issue 18 Have you ever played 
McDonaldland? Well, this is exactly 
the same, i.e. very average. 
STARHAWK 65% Issue 19 Same 
blasting formula as Nemesis, but with 
nowhere near the same excitement. 
STAR SAVER 34% Issue 7 
A tedious game with weedy visuals 
and formulaic gameplay. 

STAR TREK 57% issue 10 This has 
loads of levels and nice graphics, but 
the gameplay's lame. 

STAR WARS 80% Issue 12 Big and 
tough, just like the NES shooter. 


SUPER KICK OFF 77% Issue 6 

Quite simply the best footy game 
available for the Game Boy. 

SWAMP THING 21% Issue 14 

Poor excuse for a platformer, despite 
its environmental message. 

A fpaddng ad the class of 

couff ti-fpflr t s . 

SUPER MARIO LAND 2 70% 

Issue 12 This has all the usual Mario 
stuff, but it's not really up to scratch. 

SUPER OFF ROAD 16% Issue 13 

Even weaker than the SNES game. 
Slow, uncontrollable and frustrating. 

9UPBR NC PBMBRBT^ IniHl 

Great fuis for btft gets 

tireesme if youtaeon yoj'-tjwn. 

XML In««44 

A brfflSaAliiaik 

Tbc luvcft eea knife acc. 

TALE SPIN 63% Issue 18 A shoot 
'em up featuring Baloo the bear. Fun 
for a while but soon gets boring. 
TECMO BOWL 62% Issue 22 Good- 
looking American footy sim which is 
too haphazard to be fab. 

TBHB 93% Issoe 1 centrji 

andperfectr^phta. v©it-fla«)»r (act 
upvracqufit aqeln! 

T2: THE ARCADE CAME 71 % 

Issue 13 If you can ignore the samey- 
ness you'll love the action-packed 
mayhem here. 

TERMINATOR 2 80% Issue 3 

A neat game with spiffy graphics and 
all the best bits from the film. 


THW TOm ADVBmHBM 89% 

Issue 9 Some of the cutest graphics 
you'll ever see on the Game Boy. A 
very playable platformer. 

TIP OFF 78% Issue 13 Unoriginal 
basketball sim that does the job. 
TITUS THE FOX 71% Issue 16 
An average platformer, but the two- 
player link-up option is nice. 

TOP CUN: CUTS AND GLORY 
60% Issue 15 Easy to learn, with 
loads of missions but poor air combat. 
TOP RANKING TIMHIS 92% 

Issue 21 Not as jolly as GB Tennis, but 
It has tKie edge In terrms of gameplay. 
TRACK AND FIELD 64% Issue 20 
Decent version of the classic athletics 
sim, but only for button-bashing fans. 
TRACK MEET 64% Issue 9 
Well-designed athletics sim which has 
nothing new to offer but is still fun. 
TRAX 32% Issue 10 A blaster with 
almost no action. Sad. 


TUMBLEPOP 30% Issue 20 Dull 
platformer with a dodgy storyline. Get 
Rodland instead. 

TURN AND BURN 80% Issue 15 

A feature-packed, realistic flight sim 
with clean and detailed graphics. 
TURRICAN 79% Issue 5 Massive 
and very challenging shoot 'em up. 
Almost as slick as on the NES. 


TUmUB: PMJ. OP 'IW FOOT OLMi 
91 % Issue 1 A grest beat 'em up, 
esfjecially if you're a Turtles fan 

TURTLES 2: BACK from the 
SEWERS 84% Issue 6 A fine sequel to 
the first game, with more variety and 
a tougher mission. 

ULTIMA 84% Issue 12 It's a bit too 
easy to die, but this is a huge RPG 
which you'll want to finish. 

WAVE RACE 70% Issue 16 
Not the best racer ever, but the addi¬ 
tion of water makes it interesting. 
WORDTRIS 44% Issue 16 A poor 
imitation of Tetris, but with words. 
WORLD CIRCUIT SERIES 75% 


Issue 9 A good, playable racing sim. 
The FI tracks are fiendishly hard. 
WWF SUPERSTARS 49% Issue 4 
Beautiful graphics and heaps of neat 
moves, but it's far too easy. 

WWF SUPERSTARS II 44% 

Issue 11 This has nothing new and is 
ridiculously uncontrollable. 

XENON 2 69% Issue 13 A polished 
conversion of a classic shooter, but it's 
looking dated now. 

ZEN: IMTERCALACnC NINJA 63% 
Issue 19 A horizontally scrolling beat 
'em up with nice graphics and okay 
sounds but iffy gameplay. 



4-PLAYER TENNIS 52% Issue 10 

A few new ideas, but it's ruined by 
bad controls and collision detection. 

A BOY AND HIS BLOB 55% 

Issue 2 Original, with nice backdrops, 
but it's too slow and lacks action. 

ACTION IN NEW YORK 69% 

Issue 12 A tasty blaster, similar to 
Probotector but with only five levels. 

ADDAMS FAMILY 55% Issue 7 

Playable at first, but marred by<poor 
collision detection and too-easy levels. 

ADDAMS FAMILY: PUGSLEY'S 
SCAVENGER HUNT 74% Issue 18 

Much more playable than the first 
game, but still not tough enough. 

ADVENTURE ISLAND II 57% 

Issue 9 Loads of levels, but it's too 
simplistic and doesn't have enough 
going on. 

ATF STEALTH 21 % Issue 17 

A flight sim with very little variety and 
nothing noteworthy to offer. 
Monotonous stuff. 

BAD DUDES 39% Issue 13 
Yes, a bad beat 'em up - bad sounds, 
bad animation and bad gameplay. 
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BARBIE 19% issue 20 Even Barbie 
fans will get no enjoyment from this. 
Absolutely appalling stuff. 

BART VS THE WORLD 67% 

Issue 8 A tough platformer with five 
massive levels and lovely backdrops. 
BART1WAN VS. RADIOACTIVE 
MAN 67% issue 18 Lots of variety 
and a huge challenge, but frustrating. 
■ATMAN 81% iMiM 1 A tough plat¬ 
former w-fth five marsive levels arKJ 
lovely backdrops. A must 
BATMAN RETURNS 48% Issue 15 
A run-of-the-mill platformer that lacks 
inspiration and imagination. 
BATMAN: RETURN OF THE 
JOKER 64% Issue 12 Luscious 
graphics and lots of variety, but it's 
sluggish and unresponsive. 
■ATTUnMUM 92% ISMM 11 
Tough, atnaz'ng-looking 3*x£dar that 
sets new standaras for the NES 
■ATTU OF OLYMPUS 92% 
bwM 1 A tru'y engro^'ng and higb’y 
playable quest lots to discover. 
BAYOU BILLY 22% Issue 4 
An awful mixture of ripped-off game 
styles. The worst Zapper game ever. 
BIONIC COMMANDO 63% 

Issue 13 Not awful, but hasn't got 
the playability of the arcade original. 
BLADES OF STEEL 81% Issue 3 
A highly playable ice hockey sim 
which will keep you going for months. 
BLASTER MASTER 71% issue 6 
Neat graphics and lots of exploring, 
but no passwords and it goes on a bit. 
BLUES BROTHERS 30% Issue 12 
Tough, mazey platformer with big, 
varied levels, but its looks let it down. 
BLUE SHADOW 74% Issue 4 
A slick platform hack 'em up. Great 
backdrops and varied enemies. 

Addictive and challenging d-amond- 
coliectlna bou!de'--<jodgir;g action. 

BUBBLB BOBU 80% tuu* 1 

Frantic, addictive platform action An 
almost perfect arcade conversion. 

THE BUCS BUNNY BIRTHDAY 
BLOWOUT 31 % Issue 4 Jerky 
scrolling, crap graphics and dull levels, 
■ycmf OTfAM 86% iuiM 16 
The difficulty level's a bit patchy, but 
It's a huge, great-looking platfonme--. 
BURAI FIGHTER 77% Issue 16 
A solid blaster with a good mix of 
mindless blasting and tactical play. 
CAPTAIN PLANET 70% Issue 3 
A scrolling shoot 'em up with brilliant 
animation and a varied challenge. 
CAPTAIN SKYHAWK 83% Issue 1 
A superb blast 'em up with smooth 
graphics and frantic action. 
CASTELIAN 71% Issue 8 Frustrating 
but enjoyable climb 'em up. Difficult 
yet compulsive. 

CASTLEVANIA 71 % Issue 7 
A big, fun game, although you may 
find the gameplay a little repetitive. 
CASTLEVANIA II 61 % Issue 7 
More adventurey than the first game, 
but still pretty repetitive. 
CASTLEVANIA III 80% Issue 7 
The best of the Castlevania series. A 
meaty beat 'em up with lots of action. 
CAVEMAN NINJA 67% Issue 4 
Looks good but plays bad. Repetitive 
and badly structured. 

CHIP 'N' DALE RESCUE RANGERS 
81 % Issue 4 Great graphics and fun 
gameplay. A bit too easy, though. 
COOL WORLD 33% Issue 18 
Even worse than the dire film. 

CRASH DUMMIES 71% Issue 19 
Nice graphics, but the action is unim¬ 
pressive and the big levels are a drag. 
CRACKOUT 22% Issue 8 
Classic Breakout style, but bad design 
and stupid additions make it tedious. 
DAYS OF THUNDER 61% Issue 13 
Clever view of the track, but all the 
races are very boring. 

DEFENDER OF THE CROWN 71% 
Issue 1 A complex quest which looks 
interesting but doesn't quite work. 
DEFENDERS OF DYNATRON CITY 
37% Issue 12 Basic, boring and 
cruddy all round. 

DIE HARD 78% Issue 7 Looks tatty, 
but there's a neat game inside. 
Realistic and engrossing. 

DIGGER T ROCK: THE LEGEND 
OF THE LOST CITY 58% Issue 1 

Colourful graphics and slick 
animation, but it's deathly dull. 

DISNEY'S ADVENTURES 44% 

Issue 10 A collection of five badly 
done sub-games. Basic and glitchy. 

Di&Y90% Iniai 12M^ve. good- 
looking airadg J idv cn tijre-J-ats-of 
variety; lots of chaUenge. 

DRACULA 60% Issue 22 

Smart graphics and animation, but it's 
too easy and too unoriginal. 

DRAGON'S LAIR 83% Issue 3 

A bit straightforward, but intriguing 
puzzles and amazing animation. 

DONKEY KONG 40% Issue 5 

Two ancient platform games which 
are showing their age a bit now. 

DOUBLE DRAGON II 43% Issue 14 

More dull beat 'em up 'action' from 
the duff Double Dragon team. 
DOUBLE DRAGON III 36% 

Issue 11 It's tough, but you'll get 
bored before you finish it. Repetitive 
and unoriginal. 


DOUBLE DRIBBLE 67% Issue 17 

Simple basketball sim that is enjoyable 
enough but lacks variety. Strictly for 
fans of the sport. 

DIIO PZO — 90% iSMM 14 An oldie, 
but It's < frantic megabtast and ideal 
for a swfft pick up 'n' play. 

DUCK HUNT 43% Issue 4 A mildly 
fun Zapper game. Okay if you get it 
free with the Action Set but don't buy 
it separately. 

DUCK TALES 69% Issue 2 

Unoriginal but playable, with good 
animation and groovy characters. 

OVflAaLASTMl 90% luiM 13 

Probably the best multi piayer game 
you'll aver see on the Gante Boy - 
unmissable! 

ELIMINATOR BOAT DUEL 56% 

Issue 17 Two-player racer which is 
fun for a while but ultimately boring. 
flUTB 96% Issue 11 This shooti.ng 
explore 'em up is old but ace. Huge, 
absorbing and tough. 

■Mi B UI miHCBS BACK 85% 

Issue 12 Just a ylaiformer at heart, 
but It's big, good-looking and fun. 
FAXJIBADU 88% Issue 13 
Zeldii-type adventure fu*; uf Idtle 
puzzles. Great to lock at and play. 

F-15 STRIKE EAGLE 56% Issue 9 
An okayish flight sim, but the graphics 
and sound are unspectacular. 
FERRARI GRJUMD PRIX 
CHALLENGE 61 % Issue 9 Some nice 
ideas but the awkward controls make 
it too unplayable. 

FESTER'S QUEST 14% Issue 22 A 

very shoddy game in which you 
wander around doing very little. 
FIREHAWK 80% Issue 22 
Challenging and strategic shoot 'em 
up, but let down by its graphics. 

THE FLINTSTONES 46% Issue 10 
Lovely graphics, but the finnicky 
gameplay makes it too frustrating. 
GiUAXY 5000 52% Issue 7 
Futuristic race and blast 'em up which 
is absorbing but too hard to control. 
GAMrrurr b bs % hum i 
Smooth scrolling and over 100 levels 
An almost perfect convers'cr o+ the 
arcade game. 

GEORGE FOREMAN'S KO 
BOXING 51% issue 15 Looks old 
and doesn't have enough oomph to 
compete. Very basic stuff. 
GHOSTBUSTERS II 52% Issue 5 
Some decent graphics and varied 
opponents, but it's far too easy. 
GHOSTS 'N' GOBLINS 58% 

Issue 20 More of an endurance test 
than a game of skill. Leave well alone. 
GOAL! 39% Issue 1 Lousy graphics, 
confusing gameplay and slow action. 
GODZILLA 10% issue 8 How shall 
we describe this? Ah yes. Crap, crap, 
crap, crap, crap. And crap. 

GOLF 70% Issue 21 
Crude and conventional sim which is 
easy to play and good for a laugh. 
GREMLINS II 73% Issue 5 
Challenging platform shoot 'em up. 
Graphics are great, gameplay less so. 
GUMSHOE 75% Issue 4 More like a 
Mario game than a Zapper one. Fun, 
but a bit too weird. 

HAMMERIN' HARRY 58% 

Issue 14 Looks nice and plays well, 
but it's unoriginal and far too easy. 
HIGH SPEED 47% Issue 8 
A pinball game with messy visuals and 
frustrating gameplay. Very limited. 
HOGJUH'S ALLEY 64% Issue 4 
Point 'n' shoot action which is fairly 
entertaining but lacks variety. 

HOME ALONE 61 % Issue 16 
Looks a real dud at first, but once you 
get into it you'll find it's quite fun. 
HOOK 84% Issue 6 A neat movie 
licence with sweet gameplay and 
bright, clear graphics. 

HUNT FOR RED OCTOBER 32% 
Issue 7 This waterlogged shoot 'em 
up gives you lots of weapons but it's 
too slow and uneventful. 

IKARI WARRIORS 59% Issue 20 
Tough shoot 'em up which is too 
badly designed to be any fun. 

IRON SWORD 79% Issue 13 Aka 
Wizards & Warriors 2, this has great 
animation but is too frustrating. 
ISOLATED WARRIOR 72% Issue 1 
Fast, furious 3D-ish shooter. Good fun, 
but the levels drag on a bit. 

IVAN 'IRON MAN' STEWART'S 
SUPER OFF ROAD 54% Issue 1 
Far too easy, but this dirt-track racer is 
still great fun with friends. 

JACK NICKLAUS GOLF 57% 

Issue 4 Detailed views and loads of 
features, but it's too inaccurate. 
JACKIE CHAN ACTION KUNG FU 
60% Issue 7 Smooth and smart¬ 
looking, but the action is too simplistic. 
JAMES BOND JR 79% Issue 17 
Nice graphics and a huge game area, 
but it's not challenging enough. 
KABUKI QUANTUM FIGHTER 
71% Issue 13 Nifty graphics, but the 
levels are badly designed and it's all 
rather average. 

KICKLE CUBICLE 62% Issue 4 

This novel puzzler has great graphics 
and sound but it's a bit easy. 

KIOC nw 93% IMM 4 Ptayable. 
chailengins arxl tsfi. Tha naHy is a 
remaiicable 


KONAMI HYPER SOCCER 83% 

Issue 6 Fast and fun, with a good 
two-player game, but it's a bit easy. 
KUNG FU 36% Issue 13 Tedious 
beat 'em up with naff controls and 
lots of walking along. 

UBMMMGS 85% ISMM 11 
world s most sadistic puzzier hits the 
NES, and It's as addictive as ever 
LETHAL WEAPON 50% Issue 18 
Bad animation and clumsy gameplay. 
Really second-rate stuff. 

LIFEFORCE SAUUWANDER 84% 
Issue 21 Lovely scrolling shoot 'em up 
(sequel to Gradius) which is really fast 
and frantic. 

LITTLE NEMO 77% issue 8 This fun 
cartoony arcade adventure may be 
cute, but it's as hard as nails! 

LOLO 65% Issue 8 A decent, chal¬ 
lenging puzzler, but it lacks character 
and is a bit colourless. 


LOW G BUIM 94% tastM 2 Huge, 
playubie and ingenious, with va5t 
levels and beautiful graphics. 
MANIAC MANSION 83% Issue 3 
Fun graphics and ingenious puzzles 
make this a playable adventure. 
MJUIBLE MADNESS 56% Issue 2 
An excellent graphic conversion, but 
with only six levels it's too restricted 
MARIO AND YOSHI 66% Issue 15 
A decent enough puzzler, but it lacks 
that all-important addictive edge. 
MAXIVISION 15 27% Issue 10 
What a load of rubbish! There are 15 
games here and they're all crap. 

Not a particularly original platformer, 
but it looks okay and is quite playable. 

MEGA MAN 68% Issue 6 An 
extremely tough platform shooter, 
with no password system. Beware! 
MEGA MAN 2 83% Issue 6 Not as 
tough as Mega Man. and better all 
round. Bright and funny. 

MBGA MAB B 87% Hsu* 10 B^r 
stiij. Tough gameplay srr.octh 
graphics and lot; of baddies. 

MBGA BUIB 4 88% bsiM 22 Yet 
another MM game, and this ofie's the 
best designed and rrort playable vet. 
METROID 66% Issue 20 A big plat¬ 
form arcade romp that would last you 
a good while if it wasn't so dull. 
■WQ I O MACHBBS 92% toMM 9 
This mini racers fast and fun, with 
realistic ga.meplay and bril handling 
MIG 29 70% Issue 21 
Challenging cart with two game 
styles. Fairly fun but too limited. 
MISSION IMPOSSIBLE 79% 

Issue 4 There's lots of fun to be had 
with this spy sim if you persevere. 
MONSTER IN MY POCKET 69% 


Issue 15 It's got the looks, it's got the 
gameplay, but where's the challenge? 

MBS OP— COLf 86% Haua 10 

Doewi't break any new g. ^und, but 
manages to be both fun and realistic. 
■BW TBKI 4— SYDflV 93% 
luue 5 A stunning arcade conversion 
from Ocean. Blinkin' fabi 


MOAN'S ARK 86% hmie 16 Non¬ 
stop action, huge levels arrd loads of 
monsters. Suuerb platform shooter 
NORTH AND SOUTH 74% Issue 12 
Patchy graphics, but this Civil War 
game is varied and enjoyable. 
OPERATION WOLF 36% Issue 10 
A crap lightgun game which is 
irritating as well as boring. 
PAPERBOY 2 50% Issue 14 
Unoriginal, uncontrollable and badly 
programmed. Oh, and boring. 
PARASOL STARS 31 % l»MM 13 


Cute, addictive and tough This great 
platformer will soon get you hooked. 
P R IATM i 85% IsMM 16 Atmospheric 
strategy game that will keep you 

playing for 

POWER BLADE 49% Issue 2 

Rip-roaring sound effects and impres¬ 
sive beasties, but it's a bit of a doddle 
to finish. 

PRINCE OF PERSIA 35% Issue 15 

Shoddy animation and awkward 
controls. Looks very dated now. 
PRINCE VALIANT 59% Issue 14 

Mildly engaging for a while, but ulti¬ 
mately too primitive and awkward. 


The NES version of the clasic Confa. 

A frantic and challanging shooter. 

A superb shoot 'a.m up wh:ch is tough, 
action-packed and qreat-looking 
PUNCH OUT 74% Issue 11 One of 
the better NES boxing sims, but too 
basic and simple. 

RAD GRAVITY 74% Issue 14 Looks 
a bit drab, but it's an intriguing plat¬ 
former with loads of variety. 

HAD RACER 66% Issue 9 Not bad, 
but spoiled by average graphics and 
repetitive gameplay. 

RAM—MY —JORIC 92%lisua 5 
Near-perfect ga.mepiay ena Prilllantty 
judged difficulty Wonderru; stuffi 
RESCUE: THE EMBASSY MISSlOH 
48% Issue 5 Sniping, abseiling and 
lots of tip-toeing, but boy, is it dull. 

RC PRO-AM 62% Issue 15 
A weird game which plays really well 
but lacks depth. 

RC PRO-AM II 76% Issue 17 
A racer which can be fun for four 
players but doesn't involve much skill. 
ROAD FIGHTER 44% Issue 6 
Addictive and fun, but looks awful 
and is far too primitive. 

ROBIN HOOD 63% Issue 14 An 
RPG-type explore 'em up with minor 
puzzles and major flicker. 

ROBOCOD 56% Issue 20 One of the 
better versions, but still far too 
shallow and straightforward. 
ROBOCOP 66% Issue 2 A fun 
stomp-and-blast 'em up, but it's too 
easy and lacks longevity. 

ROBOCOP 2 79% Issue 10 A bril¬ 
liant platform shooter, but with 
infinite continues it's far too easy. 
ROBOCOP B 88% issue 13 A tough 
but intciligent g^me - brute force is 
not a good taetk. here! 

ROLLER GAMES 72% Issue 2 A 
good mixture of jumping and 
punching. Not brilliant, but fun. 

RUSH 'M' ATTACK 65 Issue 22 A 
decent platform beat 'em up, but it's 
looking a bit crusty now. 

RYGAR 79% Issue 20 Huge, 
playable and action-packed arcade 
platformer, but it's possibly too easy. 
SECTION Z 42% Issue 22 
Conventional space shoot 'em up with 
repetitive gameplay. 

SHJUKJWGATE 74% Issue 2 Taxing 
puzzles and plenty of places to visit. 
It's just a shame you keep dying. 
SHJHMMV WARRIORS 47% Issue 3 
Huge levels and varied graphics, but 
frustrating and awkward to control. 
SILENT SERVICE 75% Issue 18 
A good conversion of a fab strategic 
sim, but not quite right for the NES. 
THE SIMPSONS: baht vs. the 
SPACE MUTANTS 75% ISSUe 18 LotS 
of humour, but it's tough and there 
are no passwords. 

SKATE OR DIE 52% Issue 1 
This has five sub-games, but none is 
very good and some really stink. 

SKI OR DIE 53% Issue 2 Just like 
Skate Or Die - with more white in it. 
SMJkSH TV 82% Issue 3 Lots of 
baddies make this a really frantic 
blaster, but it's a bit too repetitive in 
the long term. 

SHAIOL RATTU W ROU. 90% 

ISMM 1 A cracking 3D scrolling coilec: 
-m up Pretty graphics and good two- 
player actio.”.. 

SNJIKE'S REVENGE 44% Issue 6 

Quite fun to begin with but gets 
mighty dull after a while. 

SOUUI JBT—Uis HUNT FOR 
TMl c o m — WARPSIHP92% 

Issue 1 This shooting explore 'em up 
IS one ot the best of fts kind 
JOLOBKIM’B KBV 89% ifMM 21 
CiasE'c platform puzzler with detailed, 
colourful g»‘aphk3 and 50 screens 
SOL9TKB 90% Ism 1 Gob- 
smacking graphics and slide gameplay 
make this vasr 3D adventure well 
wr-th playing throuch to the end. 
SPIDER-MiUH: RETURN OF THE 
SINISTER SIX 67% Issue 15 
Not very fast, frantic or, er, frilling. 
There are loads of better platformers. 


STREET GANGS 61 % Issue 12 

An odd-looking and unspectacular 
beat 'em up with a few good touches. 
SUPER ADVENTURE QUESTS 
69% Issue 19 Four games in one, but 
only one of them is any good. 

SUPER MJIRIO BROS. 2 79% 

Issue 5 More varied than the first 
Mario game but not as good as SMB3. 
SUP— IHAIIIO BROS. B 98% 

Issue 1 The most stunning platfof r, 
game vour NES will ev;;r see 
SUPER SPORTS CHJUJJERICE 63% 
Issue 17 Good-value four-in-one sports 
game. Basic, but fun for two players. 
SWORDS B SERPENTS 82% 

Issue 2 Bland scenery, but the anima¬ 
tion and action make up for it. 
SWORD MASTER 22% Issue 7 
Probable the most boring NES game 
ever. Indescribably dreary. 

TJkLE SPIN 59% Issue 14 Cute and 
colourful graphics, but it's too fiddly. 
TERMINATOR 2 74% Issue 3 
A spiffy little game-of-the-film. Good 
platform beat 'em up action. 

TIME LORD 43% Issue 1 Five levels 
of puzzle-solving, time-travelling 
tedium. Blinkin' awful. 

TWY TOON ADVnrURBS 88% 
ISMM 9 A brilliant converse--i - 
playing ■►his is even more fun iiian 
watching the carroum. 

TO THE EJUITH 82% Issue 4 
A proper 3D shoot 'em up, but with a 
Zapper. The best lightgun game you'll 
come across. 

TOM AND JERRY 67% Issue 11 

An ordinary and not very inspired 
platformer. (And where's Tom?) 

TOP CUN 69% Issue 14 Not a techy 
flight sim but a simplistic shoot 'em 
up. Fun, but not for long. 

TOP CUN: THfi SSCONO MISSION 
66% Issue 1 Amazingly fast visuals, 
but too hard to be much fun. 
TOTALLY RJU> 54% Issue 8 
A skateboarding game which is orig¬ 
inal and nice-looking, but the 
difficulty structure is badly designed. 
TRACK AND FIELD II 54% Issue 9 
Another complex button-bashing 
sports sim. For fans of the genre only. 
iniOG 67% Issue 3 Looks great and 
plays well, but it's not hard enough. 
TROJAN 52% Issue 21 
Bog-standard scrolling beat 'em up 
with lots of baddies but few thrills. 
TURBO RAaNC 81 % Issue 9 
Nice-looking and smooth-playing. A 
bit simple, but it will last a while. 
TURTLES 68% Issue 13 Looks a bit 
cack, but this mixture of maps and 
bashing plays okay. 

TURTLES 2 66% Issue 6 Lots of 
action and a few nice touches, but too 
repetitive and slow-paced. 
TURRICAN 77% Issue 14 Platforms, 
guns, nasties - Turrican's got 'em ail. 
Unfortunately, it's a bit tiresome. 
ULTIMATE AIR COMBAT 82% 
Issue 15 The best NES flight sim yet. 
This will test even the toughest flyers. 
ULTIMATE STUNTMAN 9C% 

Issue 21 Supe- b a-cade romp run cf 
basic but very playahie little t-ames. 
WIZARDS AND WARRIORS III 
76% Issue 7 Dull to start with, but 
becomes intriguing and playable. 
WWF WRESTLE MANIA 30% 

Issue 6 Under the surface this game's 
a real lightweight, even for WWF fans. 
WWF WRESTLE MANIA 
CHALLENGE 37% Issue 1 Good 
graphics and impressive moves, but it 
lacks challenge or excitement. 

WWF STEEL CAGE CHJkLLENCE 
40% Issue 13 Despite having all of 
wrestling's big names, this is very dull. 
WIRATH OF THE BLACK MJkNTA 
42% Issue 13 Good graphics, but it's 
unplayable - the hero dies too much! 
JCEVKMIS 58% Issue 22 Simple, slow 
and ancient shoot 'em up. 

THE LEG—D OF ZELDA 78% 
Issue 2 A vast but do-able quest, and 
the task holds your interest. A classic. 
ZELDA II: THE ADVENTURES OF 
LINK 82% Issue 2 The graphics could 
be better, but there's plenty of action 
to keep you going. 








UFBSORCE 

84% (Issue 21) 


Also known as Salamander, 
this is the sequel to Nemesis 
and is the best horizontally 
scrolling blaster on the NES. 

End of story. 

CAPTAIN SKYHAWK 

83% (Issue 1) 

A mixture of an into-the-screen 
Afterburner-style blaster and a 
nifty-looking, pseudo-3D verti¬ 
cally scrolling shooter. 

SMASH TV 82% (Issue 3) 


A real surprise, this one. It fully 
captures the frenetic action of 
the coin-op and uses two 
controllers to replicate the 
arcade original's controls. Fab! 

ULTIMATE AIR COMBAT 

82% (Issue 15) 


Two games in one. A straight 
flight sim and a Zaxxon-esque 
arcade blaster. Both are excel¬ 
lent and the whole game is 
enormous. Great value and 
hard to finish. 

FIREHAWK 

80% (Issue 22) 


A helicopter game that's a 
little more involved than the 
average shoot 'em up. Think of 
it as Desert Strike viewed from 
above and you'll get the idea. 
Watch out, though, cos it gets 
very tough very quickly. 

BURAI FIGHTER 

77% (Issue 16) 


A curious scrolling blaster. It 
goes in eight directions but 
you don't influence its move¬ 
ment - all you do is nip around 
the screen, dodging walls and 
blasting all the bad guys. Lots 
of fun nevertheless, and it 
looks quite moody as well. 

NEXT MONTH 
The best puzzle 
games for your 
Nintendo! 
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(anufacWfed: by DATEL iLECT^RONKpS 


£ 34.99 


►Llilectiwc 


Action Replay even works as an 
adaptor so you can now choose from 
the huge range of US & Japanese 
software and play it on your UK 
SUPER NES Console. 


"NINTENDO". "GAMEBOY" . "SUPER NES" & "NES" 
ARE TRADEMARKS OF NINTENDO OF AMERICA INC. 
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luomiuiunillll tUCOCDOIMSSIOIIESIIICLnillC: 

GAME CENTRES 


W H SMITH 


►LlElectiMc 


"Pro Action Replay is a mean piece 
ipf hardware, this thing busts games 
IL wide open" 


\ So easy to use...if you can play the gahne you already know how to use 
Action Replay Simply input any of the thousands of codes and bust youi^ 
games wide open!!! 


^ With its unique built-in "CODE GENERATOR 
you can actually4find and 1:reate your own 
cheats. No need wait for code updates. With 
this unique feature you have the ability to 
crack the latest games as they are released. 
No other product can offer this! 


00031- I S4i :7S 


^ Now you can play your games to 
levels that you did not know even 
existed. This ts the cartridge the 
experts use. 


O I 350 1 7>oo I o 


Action Replay even works as an 
adaptor so you can now choose from 
the huge range of US software and 
play it on your UK NES Console. 


^ With Universal Adaptor you can 
now choose from the huge range of 
US & Japanese software and play it 
on your UK SUPER NES Console. 


































ton on the front of the 
^^inning an unbe- 
^Bu meet the 
^^Besy of Nintendo 
^^Header will get to 
^^Bf Nintendo UK 
^HTucky reader will 
^^ature in TOTAL! 
o don't miss it! 


Don't forget to send 
magazine to be in ^ 
lievable trip to NijB 
programmers, th^H 
UK! The trip is a\^M 
go, accompanied^^ 
and possibly Fat l^| 
also appear in a hug[ 
This is the chance of 


Coldfield 

Richard Milne, Abbey 
Wood 

Adam Archer, Sleaford 
Dieuwer Bulthus, 
Rotterdam 

Lisa Wilkinson, Walsall 
Mark Felton, Winchmore 


ALIEIU 3 COMPO 

WINNER 

Aidan Minter, Stanford Le 
Hope, Essex 
RUNNERS UP 
James Fraser, Wanstead 
Garciano Sol, London 
John Lamb, Northam 
James Strobridge, Rochford 
Duncan Scott, 

Peterborough 

Daniel Biggs, Walton on 

Thames 

Jason Newington, 
Eastbourne 

Steven Cutts, Walton on 
Thames 

Robert Philips, Monkspath 


John Duddy, Portumna 
Benjamin Uliegenthart, 
Middelburg, Holland 
Jonathon Baggs, Saltash 
Richard Beckett, Wigginton 
David Wardle, Carlton 
Graeme Davison, 
Houghton-Le-Spring 
Robert Hick, East Ayton 
Ben Green, Keyworth 
Adrian Mawdsley, Crosby 
Ian Hamilton, South Aetton 
Alan O'Boyle, Ruislip 
Chris Holden, Preston 
Jon Robinson, Swansea 
Angeline Adams, 

Holywood 
Richard Kirkland, 
Kelvinbridge 


It's that time of the month again, the end 
of an issue and news of the next - pius 
ioads of competition winners! 


MARIO MOVIE COMPO 
WiniMERS 

Russell Norton, Barton St 
David 

Luke Puig, London 
Robin Peters, Alvanley 
Jonathon Axford, Newton 
Abbot 

C Millar, Norwich 
Alan Hooper, Weston- 
Super-Mare 
Mathew Williams, 
Rhiwbina, Cardiff 
Keith Sear, Godsall 
James McEwan, Edinburgh 
Paul Staples, St Peters, 
Guernsey 


GOSCINNY & UDERZO 
WINNER 

Stewart Bradford, 
Broxbourne 


DOESN'T JAMES LOOK A 
RIGHT PRAT COMPO 
WINNERS 

M Little, Sittingbourne 
C Langford, Woodbury 
Down Est 

Daniel Miller, Shinfield 
Stephen Murphy, London 
Ross Kirkland, Clydebank 
Matthew Smart, Swindon 
Peter Dell'Osa, 
Harmondsworth 


EMPIRE COMPO 

Brian Kneen, Port St Mary, 
Isle of Man 

Chris Clements, Beverley, 
North Humberside 
Dipen Madalia, Finchley 
Central 

Scott McKenzie, Holmes 
Chapel, Cheshire 
Robert Tickle, Weir, 
Lancashire 

David Wayman, Walsall 
Simon Ramskill, Ashbourne 
Daniel Wilson, Sunderland 
Paul Ketley, Rainham 
Amy Rogers, Dundee 


PARC ASTERIX WINNER 

Martin Walters, Orpington 


ENERGIZER COMPO 
WINNERS 

James Sutherland, 
Woodthorpe 
Rebecca McCrum, 
Barnstaple 


SF II GIVEAWAY 

James Watson, Sutton 



Dear lUewsagent 


'Delete as applicable 


) This is the real 
^ biggie for next 
month. Cool 
I Spot! Virgin's 
classic arrives 
in full effect on 
the Super NES 
and it's fab. 
Gorgeous 
graphics, amazing 
sound and loads 
of stuff that 
wasn't in the 
Mega Drive 
version! 


Next month is going to be hfige! 
For a start you get a free enamei 
Cooi Spot badge as weii as fuii 
reviews of the greatest games! 


total 


Piease keep for me/deiiver to my door* a 
copy of TOTAL issue 24 (December). 

NAME.i. 

ADDRESS. 


Make a 


date! 













'^LLLL cr'lCLLieiLv CLLII 
adciCLIliirLieSS 
a ciAjai'caLii<3‘ 


Speed racing! 

Lethal combat! 
Dare-devil adven¬ 
turing! Equipped 
with a dazzling 
array of weapons 
and skills, The 
Ultimate Stuntman 
is a relentless 
surge of action and 
adventure! It’s fast 
and furious as you 
challenge the 
meanest mecha¬ 
nised monsters and 
perform the most 
^ngerous stunts 
in the world! j 


The Ultimate Stuntman 
will stretch your abilities 
to the limit • from turbo 
sports car racing to sur¬ 
viving the gangs on the 
streets! All this and the 
Technobeast to contend 
with (no one said it was 
going to be easy). 

FOR USE WtTH THE NINTENDO 
E N T c irr A I N M ENT SYSTEM ’ 

Nintendo Entertainment System is a trade¬ 
mark of Nintendo Co. Ltd. This quality 
Codemasters game is not made, designed 
or endorsed by Nintendo Co. Ltd. 




Codemasters 


CODEMASTERS, Lower Farm House, Stoneythorpe, Southam, Warwickshire CV33 ODL. Tel: 0926 814 132 Fax: 0926 817 595 

© 1993 Codemasters Software Company Limited 
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93% ^Kcn^dciile tnon^ ^e(xtc€fie^ tA^xK €f<uc 

cotA4xt to^ cUy UAitA^. 

Sccften- /4ctoM^ 92% ^^efie lie^znrcM^tiZHt acU(M^ 

t6nou^^<%ccC <^KcC fiteow a fUtcA^ ck 

^o*tc 29%> ' K ^cuiu€6ee at 

<z Muznt cant, ^ cf&ccne a ^a*t IPancdccui., 
ef<uc neatlcf ca*t^t <^4^oncC to^ (hc^ (t. 


^iianiaa^, actc&ct canton ^utt a^ ^OHH&ee 

octet Ti/cctSee tntf to> ^tc^ mod ^nc^e^on 
^TJtando^ octet ec/ti ^oct^ctnt / 4 %mef 



smnmm. 


ENTERTAINMENT SYSTEM 


KONAM! 


^^£a-tn.c^<c^e^ “7eiec<AC4i^:^^ ^ieCeC S»**e “!^<%<sn*e Son<i-ec-<»ee- “T^Cc^t^Ce^a^x^ 




























